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Character Creation 


Before making a character, it’s best to read up on Fallout lore beforehand and if you want to 


have some sort of special ability, speak to the GM. Below are the steps to follow for building 


your character, and information on when to input your stats. 


Character Creation Steps 


Step 1: 
Step 2: 
Step 3: 
Step 4: 
Step 5: 
Step 6: 
Step 7: 
Step 8: 


Step 9: 


Process 

Character Concept and Background 
Karma Alignment 

Race 

S.P.E.C.I.A.L. 

Traits 

Background Perk 

Tagged Skills 

Skill Points 


Equipment 


Section 

Imagination 

Karma Alignments 

Races 

Primary and Secondary Stats 
Traits 

Background Perk 

Skills 

Skills 


Starter Equipment 


Races 


Fallout has a few playable races that inhabit the world. Although some races are dependant on 
the timeline of a campaign, they each have their own strengths and weaknesses. 


All races have a Minimum and Maximum for their S.P.E.C.I.A.L. stats. The Minimum S.P.E.C.I.A.L. 
is the minimal requirement for that race to have on the stat, while the Maximum S.P.E.C.I.A.L. is 
the max amount of points they can have on their S.P.E.C.I.A.L. stat. It’s set up like this: 
Minimum S.P.E.C.1.A.L./Maximum S.P.E.C.1.A.L. 


Per Every Level is . It’s how many perks a race can get not counting level 1. 
Resistances are covered in the Damage Type Section. 


Sizes refer to the height, width, and depth of the characters personal space. Refer to the chart 
below. 


Small/Medium 5 by 5ft. 1by1 


20 by 20 ft. or Larger 4 by 4 or Larger. 


Some races have a few extra abilities such as increased health per level, a chance to grow 


bigger, or even become susceptible to pulse. Choose very carefully through the list of races 
below and understand that not every race is accepted as friendly. Some people of the wasteland 
are willing to kill those that are green monsters or zombies. 


Below is a list of races to choose from with details about their abilities further down. 


Races 

Human Western Super Mutant Sentry Bot 

Synth Eastern Super Mutant Assaultron 

Ghoul Half Mutant Mr. Handy/Nanny 


Humans/Synth 


Strength 
Perception 
Endurance 

Charisma 

Intelligence 
Agility | 1/10 
Luck | 1/10 


Electricity Resistance 
Gas Resistance | 0% 
Poison Resistance 


Radiation Resistance 


Description | As a Human, you're as basic as they come. You either lived in a Vault or survive out in 
the wasteland. Luckily you haven’t mutated, yet. 


The technical sub-race of Humans are Generation 3 Synths. Synths are androids created 
by the Institute but the 3rd Generation Synths are visually indistinguishable from 
natural-born humans down to the cellular level. They’re built from lab-grown bones 
and muscles, and other tissues. Even though they’re entirely biological, each Gen 3 
synth contains a neurological implant inside their brain that allows for programming 
and manipulation via voice commands. The implants cannot be detected nor removed 
without killing the synth. These Synths cannot be deactivated via Pulse Grenades, but 
their neurological implant can be damaged this way. The effects of the neurological 
implant being pulsed may change the synths personality entirely, or not affect them at 
all. Roll a 1d100 with 90 - 100 causing damage to the Synths personality. They can be 
healed with Stimpacks. Playing a prototype Synth such as Nick Valentine and DiMA, 
which are gaps between Gen 2 and and Gen 3 must also follow these stats. However, 
these prototypes are susceptible to pulse of 100%. They can still earn perks but they 
follow the same rules as Robots for short and long rest. You can only play as a 3rd 
Generation Synth if your campaign takes place after 2227. 


Ghoul 


Strength 
Perception 
Endurance 
Charisma 
Intelligence 
Agility | 1/8 
Luck | 5/12 


Electricity Resistance 
Gas Resistance | 0% 

Poison Resistance 

Radiation Resistance 


Additional Abilities | One Extra Tagged Skill (Only applies to Ghouls over 100 years old) 
Minimum radiation count is 100. 


Description | Asa Ghoul, you remember your life before the nuclear holocaust and when the bombs 
dropped the radiation changed your body down to the cellular level. You don’t age but 
there is one downside, eventually, you become feral. You ignore Radiation debuffs up 
until 400 rads. If you reach radiation levels of 600 and above you must roll your 
Intelligence. If you fail, you start to go feral and must keep rolling every couple of 
minutes before someone shoots you. Hopefully, nobody is around when that happens. 
However, if you reach a radiation level of 1000 you are permanently feral. Refer to the 
Radiation Section for more information. 


Western Super Mutants 


Strength | 5/13 
Perception 
Endurance 


Charisma 

Intelligence 
Agility | 1/8 
Luck | 1/10 


Electricity Resistance 
Gas Resistance | 0% 

Poison Resistance 

Radiation Resistance 


Additional Abilities | Damage Resistance: +10% to All 
Intimidation: +30% 
+3 Max Hit Points Every Level 
Unarmed Attack is 2d4+MD 


Description | As a remnant of the Master’s Army, you are far more intelligent than your eastern 
counterpart. However, some of your brothers may have the intelligence of a child. You 
remember your past life well but don’t grow in size and don’t risk going insane like the 
Eastern Super Mutants. They’re sterile. 
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Eastern Super Mutants 


5/15 


Strength 
Perception 
Endurance 

Charisma 
Intelligence 
Agility 
Luck 


1/7 
1/10 


Electricity Resistance 
Gas Resistance 
Poison Resistance 
Radiation Resistance 


Additional Abilities 


Description 


0% 


Damage Resistance: +20% to All 
Intimidation: +30% 

+2 Max Hit Points Levels 1 - 5 

+3 Max Hit Points Levels 6 - 10 

+4 Max Hit Points Levels 11 - 15 

+5 Max Hit Points Levels 16 - Infinity 
Unarmed Attack is 2d4+MD 


Starting over in the East Coast, you grow every day to the point you can become a 
behemoth. However, this growth comes at the cost of becoming insane like the rest of 


your brothers and sisters. 


Every year roll a 14100. If they get a 90 or above you automatically go insane. You have 
to roll Intelligence if you fail you attack the party or anyone around you. 
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Half Mutant 


Strength | 3/12 
Perception 
Endurance 
Charisma 
Intelligence 

Agility | 1/10 
Luck | 3/12 


Electricity Resistance 
Gas Resistance | 0% 

Poison Resistance 

Radiation Resistance 


Additional Abilities | Intimidation: +15% 
Unarmed Attack is 2d4+MD 


Description | As a Half Mutant, you have a unique mutation that altered your body. You are not born 
a Half Mutant and it changes you physically. Discuss with the GM about your unique 
mutation which can be part of your background perk. You can only have a max of 2 


Skills you can include in your background perk. You may be sterile, depends on the 
mutation. 


For a more customized Half Mutant, discuss with your GM your Minimum and 
Maximum S.P.E.C.I.A.L. stats. 
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Robots 

Robots are generalized into three categories. Sentry, Humanoid (Assaultron), Mr. Handy/Nanny. 
They can’t get perks but can be upgraded and those upgrades act as perks. Upgrades must be 
specific and upon the GM's discretion. You cannot choose any Luck perks. Also, you can’t regain 
health through long or short rest. You regain health when someone repairs you. 


Sentry Bot 


Strength | 3/12 
Perception 
Endurance 

Charisma 
Intelligence 
Agility 


Electricity Resistance | 0% 
Gas Resistance | Immune 
Poison Resistance | Immune 
Radiation Resistance | Immune 


Additional Abilities | For DT/DR refers to Bestiary and divide stats by Half 
Intimidation: +25% 
Sneak: -50% 
Bonus Movement - Rank 1 (Perk) 
Upon death, everyone within 15 ft must roll AGI-2. Those that pass take half the 
explosion damage. Those that fail take the full 6d6+30 Plasma Damage. 


Description | Sentry Bots are pre-war military robots that wreak havoc. These mechanical 
monstrosities are feared for their front line fighting. You'll start with a Wattz 2000 Laser 
Rifle. Since you’re on three massive legs, you can’t crouch or prone. When you’re 
knocked down, one of your leg locks and you have to spend 4 AP to adjust yourself to 
be able to function. 


-Sentry Bots cannot take Targeted Attacks to the eyes, neck, and groin. 

-Targeted Head Attacks can be done to its small head. 

-Targeted Torso Attacks can be done to its main body. 

-Targeted Arm Attacks can be done to its two robot arms. 

-Targeted Leg Attacks can be done to one of its three legs. 

-They can’t crouch or prone. When knocked down, they malfunction and they must use 
4 AP to be able to move. They can still attack. 
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Assaultron 


Strength 
Perception 
Endurance 

Charisma 
Intelligence 
Agility 


3/12 


1/12 


Electricity Resistance 
Gas Resistance 
Poison Resistance 
Radiation Resistance 


Additional Abilities 


Description 


0% 

Immune 
Immune 
Immune 


For DT/DR refers to Bestiary and divide stats by Half 

Gain attacks of Assaultron from Bestiary but not the abilities 
Intimidation: +15% 

Bonus Movement - Rank 2 (Perk) 


Assaultrons are humanoid robots that served at the front-line of war. Some were 
modified for strategic planning and automated chore functions. You start with no 
weapons except your hands. 


-Assaultrons cannot take Targeted Attacks to the neck and groin. 
-Targeted Attacks follow the standard of an average human. 
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Mr. Handy/Nanny 


Strength 
Perception 
Endurance 

Charisma 
Intelligence 
Agility | 5/15 


Electricity Resistance | 0% 
Gas Resistance | Immune 
Poison Resistance | Immune 
Radiation Resistance | Immune 


Additional Abilities | For DT/DR refers to Bestiary 
Bonus Movement - Rank 1 (Perk) 
Cannot use Big Guns. 


Description | Mr. Handy’s are quite common in the wastes. Eyebots are easy to spot since they 


typically play music or propaganda as they travel. Mr. Handy’s typically run on the 
pre-war coding and may stay in the exact same area for years till its power goes out. 


-Mr. Handys/Ms. Nannys cannot take Targeted Attacks to the head, neck, and legs. 
-Targeted Eye Attacks can be done to any of the three eyes at the top. 

-Targeted Torso Attacks can be done to its main body. 

-Targeted Arm Attacks can be done to its three robot arms. 

-Targeted Groin Attacks can be done to its thruster at the bottom. 

-They can’t crouch or prone. When knocked down they simply fall to the ground and 
use 4 AP to get back up. 
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Primary and Secondary Stats 


You have 40 points to spend and you must use some to meet the racial requirements. The rest is 
up to you. Your S.P.E.C.I.A.L. stats reflect your character. Use common sense and distribute your 
points however you like. Some stats affect your character visually. 


STRENGTH (ST) 

Measures how strong your character is. Strength determines what weapons you can use, so 
make sure to check those Strength Requirements. This is also used for Carry Weight, Melee 
Damage, and Hit Points. You use Strength whenever you’re trying to push a heavy boulder or 
trying to pull yourself up a cliff. Strength checks are used when doing actions such as climbing, 
pushing a heavy object, or lifting a large heavy door. A character with low strength is more likely 
to be skin and bones and would barely be able to pick up a weapon. A character with high 
strength is able to bench press himself. This affects your muscle mass to an extent. 


Hit Points (HP) 

The Hit Point equation for determining your Base Health. 

15 + (ST + (2 * EN)) 

Upon Level Up Gain Maximum HP based on the equation below. 
3+% EN, Rounded Down 


Carry Weight (CW) 

Carry weight is a measure of how much your character can carry. Understand that you need 
something to be able to carry your equipment. Exceeding past your carry weight will result in 
taking a level of Exhaustion for every 20 lbs. With the limit being Exhaustion Level 3. Refer to 
the Exhaustion Section for conditions. 


Sentry Bot (Must have a compartment): 60 * Strength 
Assaultron 40 + (30 * Strength) 


Mr. Handy/Ms. Nanny 50 
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Melee Damage (MD) 

ST — 5, Minimum 0 

Melee Damage is additional damage that can be added to your Melee Weapons and Unarmed 
attacks. Your Strength determines how much extra damage you add. 


Strength Melee Damage 


PERCEPTION (PE) 

Relates towards the five senses. It’s your awareness and “street smarts.” You notice details no 
one else may be able to catch on to, find the needle in the haystack, and on. This affects your 
range table. Perception checks are used when surveying the land for any landmarks, observing a 
large structure for weak points, or seeing the entrances and windows of a large building that’s 
very far away. Perception checks are more generalized towards the five senses. For specific 
actions such as investigating a room for anything out of place, is an Investigation check. A 
character with a low Perception would be oblivious to what's around him. A character with a 
high Perception would always be aware of where he stands and as well as everything else 
around. This doesn’t affect you visually at all. 


Detection Range 

PEX2 

Detection Range relates to someone sneaking up on you and how far your Detection Skill can 
go. Refer to the Skills section in the Detection, Sleight of Hand, and Sneak rules. 


Range Table 
The range table is the additional range you get on your ranged weapons. Depending on how 
perceptive you are, increases your range with Archery, Big Guns, Energy Weapons, and Small 
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Guns. Melee Weapons, Throwing, and Unarmed has a set range that Perception cannot effect. 


Refer to the table below. 


I CO C 
ees 
ers 
sie 
ae 


ENDURANCE (EN) 

Your overall constitution and overall health. The more Endurance, the greater your immune 
systems. This dictates your Hit Points, Poison Resistance, Radiation Resistance, and Healing 
Rate. Endurance dictates your reaction upon actions such as hang on to that rope over a canyon 
or can resist the deadly bacteria that renegade scientist just sprayed on your face. Endurance 
checks are used for resisting poison, trying not to vomit from a horrific smell, or not getting 
drunk while chugging a gallon of red wine. A character with a low Endurance is frail to the point 
that anything can kill them. A character with a high Endurance will take a stab from a claymore, 
fight through the pain and slice the man’s head off. Remove the claymore inside of him, and 
finish the job. This affects your body type and muscle mass. 


Healing Rate (Short Rest and Well Rested) 
For healing rate, you roll your Endurance, whatever you roll, you regain health for that hour but 
it cannot exceed past your Endurance. 


Example, if your Endurance is 5 and you roll a 10 out of a d10, you regain only 5 HP. If you roll a 
3, you only gain 3 health. This is what you roll for a short rest or an hour. If your Endurance 
surpasses 10, you automatically get the remaining numbers as health. Meaning if you have 12 
Endurance and you rolled a 6, you add the remaining 2 and the total health you get is 8. There 
are two types of rests that you can use to regain health, relax, maybe work on some crafting, 
etc. They are short rest and well rested. A short rest is equivalent to an hour. Well rest is 
sleeping for more than six hours. You regain all your hit points but you’re unable to heal crippled 
limbs. You need to go see a Doctor for that. 
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Limb Resistance 

EN / 2 (Rounded Down) 

Limb Resistance pertains towards getting a Targeted Shot to the arms and legs. Your Resistance 
determines how many times you need to be attacked with a Targeted Attack in order for the 
limb to be crippled in combat. Critical Hits instantly cripple the limb. Refer to the Critical Chance 
Section for more information. 


Poison Resistance 

EN x 5 

Poison is an assassin weapon that's proven to be very effective. However, some have the ability 
to resist its effects. Refer to the Damage Types section for more about Poison. 

First roll Endurance, if you fail you take the damage for the hour. If you pass, you take half the 
poison damage (This may vary depending on the poison type). 

Poison Damage x Difference of Poison Resistance = Damage Result 

Example: You take 15 Poison Damage. You roll EN and let's say you pass, you take only 7 Poison 
Damage. Let's say you have 15% Poison Resistance, you take the difference, which is 85%, 
multiply it by 7, which will result in 5 Poison Damage deducted from your HP. 


Radiation Resistance 

EN x 2 

What's a nuclear apocalypse with a little radiation? 

Apply the same rules as Poison Resistance to the Radiation Resistance. Refer to the Radiation 
Section for debuffs and conditions. 


Implant Limit 

EN / 3 (Rounded Down) 

Implants can boost your overall performance, but your body has a limit as to how many it can 
take. For information about implants, refer to the Cyborgs section. 


CHARISMA (CH) 

You're a bard and no this isn’t empathy. Empathy is used in Perception. This is to be able to sex 
up that pretty lady, or man. | don’t judge. If you're trying to convince someone to aid you or 
trying to get access to a place but you're not a charmer, you can use Charisma. Charisma checks 
are used in situations regard interaction. If you're trying to convince someone that their wrong 
about a topic or trying to present yourself as a debonair/lady. Think of Charisma checks are 
general use and how people view you. A high Charisma means your approachable and good 
looking. A character with low Charisma means your ugly and people get a bad feeling about you 
just from looking at you. You also tend to avoid people. A character with high Charisma is 
approachable and good looking. They seem friendly enough to have a drink with. Maybe more. 
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INTELLIGENCE (IN) 

This skill determines how smart you are and how you apply it. You are better at figuring things 
out. This determines how many Skill Points you get per level. Intelligence checks can be used 
when someone is attempting to mind control you, or if your trying to figure out a puzzle, or if 
you're trying to recall an incident from your past that you barely remember, or you need help 
with a puzzle. Having an Intelligence equal to or below 3 means you can’t read nor write. Your 
speech pattern is simple and big words hurt you. Having an Intelligence of 4 allows you to read 
and write at a basic. A character with a high Intelligence, however, is able to think faster and 
learn more. This stat does not affect your character visually. 


Skill Points 

5 + (IN x 3) = Skill Points 

Skill points are used when leveling up to increase your Combat and Support Skills. Refer to the 
Leveling Up Section for more information. 


AGILITY (AG) 

Agility measures the speed of a character’s reaction. The secondary modifiers are Armor Class, 
Sequence, and Action Points. You can use Agility to dodge out of the way of a rock falling. Agility 
checks are used when you're trying to balance on a tightrope, or if you have to quickly dodge 
out of the way of an attack. A character with low Agility is quite slow, physically. A character 
with high Agility is quick on the draw and light on his feet at all times. This stat does not affect 
your character visually. 


Action Points (AP) 

Action Points are the primary Secondary Stat used in combat. Everything that you do in combat 
costs Action Points during your turn. The more Agility you have, the more Action Points you 
have. To find out more about your Action Points, refer to the Combat and Action Points Section. 
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Armor Class (AC) 

Your Agility dictates your natural Armor Class. Armor Class determines how easy, or hard it is to 
attack you. Add this to your Armor on Base. For Armor and bonuses add them to the Total 
Armor Class. 


Sequence 

1d20 + AG 

Sequence is your initiate in combat. The higher your Agility, the more likely you'll be higher on 
the turn order. Sequence goes from Highest to Lowest. If anyone ties goes by the highest Agility. 
If it ties again, both roll Agility, the individual with the biggest difference wins. 


LUCK (LK) 

This is your primary looting roll and it also dictates your critical success and failure table. Luck 
also determines the condition of items found. Luck checks are trickier in the sense of leaving 
everything to fate. If the Overseer or DM allows you to roll Luck for looting, your putting fate 
into their hands. Luck cannot be used in every situation. For example, you can’t use Luck to look 
around for a hidden compartment, or immediately discover the secret plans of the bad guy. 
Luck makes life easier for you and makes looting randomized. However, your Luck also affects 
your critical chance in combat. A character with low Luck is very unlucky and it will come back 
to haunt him. A character with high Luck is more likely to have situations lean towards their 
favor. This stat does not affect your character visually. Refer to the table below. 


To loot it’s very simple. First, you roll Perception to see if you see the object, or if another object 
is in the area, then you roll Luck to see in what condition it’s in, or if something else happens. If 
a person is generalling looking for something, just roll Luck. Luck is the primary loot stat. 
Survival or Investigation may be used as well for looting, however, this up to the GM’s personal 
playstyle. (Tell your players first!) 
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Karma Alignments 


Karma Alignments describe your characters overall core values and personality. This helps in you 


obtaining Vault Points. Switching alignments will make you lose all of your Vault Points. As a 


note, Karma Alignments pertain towards characters personalities and core values. 


Upstanding 


Samaritan 


You Communist Cunt. You are the most Chaotic of Evil. Democracy will stop you! 


These are the goodie two shoes that always help others and keep their word. They’re 
the embodiment of pure heart and trust. Fighting is a last resort and you’ll never fight 
an unarmed opponent. Torture and killing for pleasure are not for you. You always 
follow the law and listen to police officers. You’ll never find anyone kinder and sweeter 
than an Upstanding American Citizen. 


You’re not the perfect American citizen, but you stand up for what you believe in. You 
trust those that have done no harm to you and you’ll never harm anyone innocent but 
if you have to take someone down, you'll do it. The law isn’t always by your side but 
you gotta do what you gotta do. 


You like that good old country life out in the American west where the law is in your 
hands. You live by your own rules and you got your buddies back. You”Il break a few 
hearts here and then, but it’s all for the greater good, and pleasure. 


Now | ain't no city boy, but I’m pretty sure you don’t understand how things work out 
here. | take any job and look out for myself, if the caps are worth it. Now if you got 
some caps on yeah and it’s worth my time, l'Il look the other way. 


You're a typical raider. You lie, cheat, steal, rape, pillage, and fuck the police. You work 
well with your crew as long as you get your fix. 


If you’re not worth my time, you’re not worth taking my air. You follow me; you do 
things my way without question. It’s my way, or the radiation pit. Your choice. 


22 


Traits 


Traits are an optional character modifier that affects your character greatly, to an extent. They 
modify Primary Stats, Secondary Stats, and skills, but give both a pro anda con. You do not have 
to choose a trait but you are limited to getting two upon character creation only. You cannot 
gain traits past character creation. 


Bar-Room Bouncer | Either you were the scary barkeep, or the scary man the barkeep hired. You're tough, 
and you've taken your fair share in fights, and stayed standing to dish it out. +2 to 
Endurance and +2 to Melee Damage. Thing is, you tend to have to let people throw the 
first punch, or fuck up first..... -4 to Sequence. 


Berserker | You channel your rage, ignoring the pain and pushing yourself forward no matter the 
circumstance. You get a one-time bonus of +10% to Damage Resistance, a one-time 
bonus of +10 HP, but your natural Armor Class is 0. 

Beta Software | You have been equipped with an experimental operating system and peripherals. You get 
1 extra Tag Skill, but whenever using ANY untagged skill, you must roll against Luck or 
suffer an automatic failure and, in combat, a loss of all APs for that round. Only Robots 
can choose this trait. 

Bloody Mess | By some strange twist of fate, people around you die violently. You always see the worst 
way a person can die. This does not mean you kill them any faster or slower, but when 
they do die, it will be dramatic. Just how dramatic is up to the Overseer. 


Bruiser | A little slower, but a little bigger. You may not hit as often, but they will feel it when you 
do! You get a +2 to Strength without exceeding your maximum, but loose 2 Action 
Points. 
Chem Reliant | You are more easily addicted to chems. Your chance to be addicted is twice normal, but 
you recover in half the time from their ill effects. Robots cannot choose this trait. 


Chem Resistant | Chems only affect you half as long as normal, but your chance to be addicted is only 50% 
the normal amount. Robots cannot choose this trait. 


Dreamer | A minor Psyker ability that allows you to look into the dreams of others. You roll a d20 
and whatever you roll you’re able to look into that person’s dream. Roll in secret GMs. 
Because of this ability, you’re unable to take Long Rests. You instead can only take Short 
Rests. You’re not sleep deprived when looking into other people’s dreams. Robots cannot 
get this trait. 
1-5:No Dream 
6 - 10: Party Member Dream 
11 - 20: Random Individual. 
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Fast Metabolism 


EMP Shielding 


Glowing One 
Good Natured 


Heavy Handed 


Your metabolic rate is twice normal. This means that you are much less resistant to 
radiation and poison, but your body heals faster. You get a 5 point bonus to Healing Rate 
on a short rest, but your Radiation and Poison Resistance start at 0% (racial modifiers are 
added later). Robots cannot choose this trait. 


You don't have time for a targeted attack, because you attack faster than normal people. 
It costs you one less action point to use a weapon. You cannot perform targeted shots, 
but all weapons take one less action point to use. Only affects Big Guns, Energy 
Weapons, and Small Guns. Animals cannot choose this trait. 


Your attacks show a lot of finesse. You don't do as much damage, but you cause more 
critical hits. All of your attacks lose 30% of their damage but you gain a 10% bonus to 
Critical Chance. 


You have a dedicated EMP shielding system. It takes you 2 AP to move 5 ft because of 
your heavy equipment, but you have a 50% Resistance to all forms of EMP attack. Only 
Robots can choose this trait. 


You have more innate abilities than most, so you have not spent as much time honing 
your skills. Your statistics are better than the average person, but your skills are lacking. 
All Stats get a +1 point bonus, but all skills get a 10% penalty and you receive 5 less Skill 
Points per level. You cannot exceed your maximum. Robots cannot choose this trait. 


Extreme radiation exposure has left you glowing in the dark. Your glow eliminates 
modifiers from light in combat for both you and your enemies within 20 ft. In addition, 
you gain a +50% bonus to Radiation Resistance, but everyone 10 ft away from you take 
10 rads per hour (see Radiation under Damage and Death, below). You can never go 
feral. Only Ghouls can choose this trait. 


You studied less-combative skills as you were growing up. Your combat skills start at a 
lower level, but Animalism, Barter, Charm, and Doctor are substantially improved. Those 
skills get a 20% bonus. You get a 10% penalty to starting combat skills (Archery, Small 
Guns, Big Guns, Energy Weapons, Unarmed, and Melee Weapons). This is a one-time 
bonus. Robots cannot choose this trait. 


You get a “free” tag skill in Unarmed, but you suffer a -20% penalty to Energy Weapons, 
Small Guns, Computer Science, Doctor, Gunsmith, Lockpick, and Repair Skills. Only 
Mutants can choose this trait. 


You swing harder, not better. Your attacks are very brutal, but lack finesse. You rarely 
cause a good critical hit, but you always do more melee damage. You get a 4 point bonus 
to Melee Damage, but your critical hits do 20% less damage. 


The good thing is that everyone around you has more critical failures in combat. The bad 
thing is: so do you! If you, a member of your party, or a non-player character have a 
failure in combat, there is a greater likelihood the failure will be upgraded 
(downgraded?) to a critical failure. Critical failures are bad: weapons explode, you may 
hit the wrong target, you could lose part of your turn, or any number of bad things. 
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Kamikaze 


Nightkin 


Night Person 


Sex Appeal 
Skilled 


Small Frame 


Targeting Computer 


Tech Wizard 


Failures are 25% more likely to become critical failures around the character or anyone 
else in combat. Anyone that’s 50 ft near someone with this Trait miss an attack, they roll 
a d100. If they get between 75-100. It’s an automatic crit fail and they must roll a d10 to 
determine what the result is. 


By not paying attention to any threats, you can act a lot faster in a turn. This lowers your 
Armor Class to just what you are wearing, but you sequence is much faster in a combat 
turn. You must wear armor to get an Armor Class. Your sequence gets a 5 point bonus. 


As a Nightkin you start with a fully charged Stealth Boy. Your Intelligence, Agility, and 
Perception is increased by 1. However you suffer a -2 to Charisma and hate to be seen by 
anyone. You’re more delusional and your pigment has changed to a dark blue. Only 
Western Super Mutants can choose this perk. 


As a night-time person, you are more awake when the sun goes down. Your Intelligence 
and Perception are improved by +1 at night but are dulled during the day with a -1. 
Robots cannot choose this trait. Note that the bonus cannot take IN and PE above the 
character’s racial maximum or below the character’s racial minimum. 


One of your hands is very dominant. You excel with single-handed weapons, but 
two-handed weapons cause a problem. You have a 40% penalty to hit with two-handed 
weapons, but get a 20% bonus to hit with weapons that only require one hand. 


This trait increases your chances of having a good reaction with members of the 
opposite sex. Unfortunately, this trait tends to annoy members of the same sex. Jealous 
twits. When interacting with members of the opposite sex, you gain a 1 point bonus to 
Charisma for reactions only. When making Speech and Barter rolls, you gain a 40% bonus 
for each. When interacting with members of the same sex, you have a 40% penalty to 
both Charm and Barter rolls. Only humans can choose this trait. 


Since you spend more time improving your skills than a normal person, you gain more 
skill points. The tradeoff is that you do not gain as many extra abilities. You will gain a 
perk at one level higher than normal. For example, if you normally gained a perk every 2 
levels, you would now gain a perk every 3 levels. You will get an additional 5 skill points 
per new experience level, and a one-time bonus of +10% to your skills when you begin 
the game. Animals and robots cannot choose this trait. 


You are not quite as big as everyone else, but that never slowed you down. You can't 
carry as much, but you are more agile. You get a 1 point bonus to Agility, without 
surpassing your racial max, but your Carry Weight is only 15 Ibs X Strength. 


You have been programmed with an onboard targeting computer. All attacks cost 1 extra 
AP to perform, but you can always add +15% to your chance to-hit. Only Robots can 
choose this trait. 


You spent your formative years hunched over a bench learning all about the way things 
work. The trouble is that you’ve ruined your eyes! You get a +15% bonus to Blacksmith, 
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Tight Nuts 


Vat Skin 


Computer Science, Engineer, Gunsmith, Lockpick, and Robotics, but you lose 1 
Perception. 


This robot was built to take the knocks. You get double the base Damage Resistance to 
any attack, but you gain only half the Hit Points back from repairs. Only Sentry Bots and 
Humanoids can choose this trait. 


Other people find you hideous to behold and disgusting to smell after your “dip” in the 
FEV vats. The good news is that you gain a +10 bonus to your Armor Class thanks to your 
extra-tough skin. The bad news is that everyone within 50 ft of your location, friend and 
foe, suffers a 1-point penalty to Perception (you are unaffected). If you’re attempting to 
Sneak near someone within 50 ft that can doesn’t have gas resistance, you roll a at 
disadvantage. Only Mutants can choose this trait. 
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Background Perk 


A Perk will be added towards Character creation which is a Background Perk. A Background Perk 
is chosen according to the backstory of the character that is created. It can be a special ability or 
Skill Improvements from 1 — 4 Skills. The max increase points you have to spend is 40. You can 
divide them evenly (10, 10, 10, 10), you prefer one skill a bit more than the others (20, 10, 10), 
or maybe you’re really good at one skill (40). The Background Perk is chosen after Traits but 
before Tagged Skills. 


Examples of a Special Abilities 

Warheart Barbarian 

Due your time with the Warheart’s, a “bygone” tribe of supposed barbarians, you have 
mastered the art of rage and battle. When you go into battle with no armor, you have 1 free 
space of movement, and your ability to take pain is incredible, increasing your Normal and Fire 
resistances by 20%. Additionally, when reduced to 1/4 your HP, your rage consumes. You gain an 
additional +5 to Normal Damage. However, due to this rage, you have to be calmed by time or 
by friends, and until then you continue your warpath, until death or detainment. 


Rally 

You rally up your party with inspiring words! Everyone within 50 ft gain a second chance. If you 
miss a roll, you are able to roll again and you keep the best roll. Can be used three times a day in 
combat. 


Example of Skill Improvements 

Vault Technician: +10% Blacksmith, Computer Science, Engineer, and Robotics 
Wasteland Survivalist: +10% Small Guns, Detection, Sneak, and Survival 

Smooth Talker: +10% Barter, Charm, Deception, Gambling 

Energy Weapons Enthusiast: +20% Energy Weapons, +10% Engineer and Gunsmith 
Tinker Tom: +40% Engineer 
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Skills 


Skills are your specializations, or your worst nightmare. Skills truly define your character and 
make up rolls that require more specific tasks than just pushing open a door. If you want to 
tinker with a gun, you have Gunsmith. Wanna setup that 107mm Mortar? Roll Big Guns. Wanna 
charm that Deathclaw? Roll Animalism? You can have up to four Tagged Skills. Ghouls over 100 
years old gain an extra Tagged Skill. When a skill is Tagged, automatically add +20% to the skill 
naturally as if it were a trait. Refer to Quests and XP for point distribution. 


Combat Skills 

Combat skills are the skills you'll be utilizing in combat situations. Choose carefully on which 
combat skills to focus on because they’Il define your role in the combat. Look into the Perks 
section to determine what perks can help benefit your playstyle of combat. The formula makes 
up the starter points of the skills. 


Melee Weapons Strength + Agility 
Small Guns 5 + Perception + Perception 
Throwing Strength + Agility 


Traps Perception + Intelligence + Agility 


Unarmed Strength + Agility 


Archery 

The Archery skill relates towards anything that involves a bow. Archery is not a craft skill to 
make arrows and it’s strictly for usage and maintenance of the bow. In order to craft bows and 
arrows, you can roll Engineer or Survival. If you wish to make more advanced arrows, you'll 
need to roll Blacksmith. The higher your Archery skill, the more bonuses you get. Depending on 
your skill level you’ll receive bonuses. Bonuses are not cumulative (Except for the AP Modifiers. 
You ignore the Reload Action for knocking an arrow. The Burst Fire max is three arrows. 
Damage, DT/DR do not stack. 
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100% | +4 Damage / -1 AP to Single, Targeted, and Burst Attack / DT -1 DR -10 


150% | +6 Damage / DT -2 DR -20 / Double Arrow Shot: Targets must be within two spaces from 
each other with a -25% Hit Chance for both arrows / -1 AP for Long Bows Only 


200% | +8 Damage / DT -4 DR -30 / Triple Arrow Shot: Same conditions as Double Arrow Shot 
except it’s a -50% Hit Chance for three arrows 


Big Guns 


If you ever feel like compensating for something, or making them match, the Big Guns skill is for 
you. You’re able to wield Anti-Tank Rifles, Grenade Launchers, Light Machine Guns, Mini Guns, 
Mortars, and Rocket Launchers. You’re also able to use a couple of unique Energy Weapons like 
the Gatling Gun and Tesla Cannon. 


Energy Weapons 

Do you like being able to pew pew like in those space movies? Then say no more cause Energy 
Weapons is exactly that. Finding ammo may prove to be troublesome, but the damage makes it 
worth it. Energy Weapons covers Laser and Plasma Weapons. Laser is very quiet but visible. 
Plasma however makes a sound and a silencer cannot be put on it. Determining where a laser 
shot came from is easy at night, but during the day may prove somewhat difficult. 


Melee Weapons 

Do you suck with guns? Bow? Yeah we know the feeling. So why not just walk up to someone 
and stab them in the eye! Melee weapons is anything that you can put in your hand and beat 
with. You see that rock, beat someone with it. That Sledgehammer? The massive claymore of 
light? Use it and slice your enemies into nothing. Depending on your skill level you’ll receive 
bonuses. Bonuses are not cumulative. 


100% | +4 Damage / -1 AP to Single and Targeted Attacks (Doesn’t apply if Single Attack is 1 AP and 
the Targeted Attack is 2 AP) 


150% | +6 Damage / Roll at -100% to deflect Thrown Items (Situational) 
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Small Guns 

The most common self defense in the wasteland. Small Guns is any weapon that’s ballistic that 
isn’t huge. It’s the most common weapon in the wasteland and finding ammo for it is a lot 
easier and saving up is more economical. However, finding those really rare weapons is very 
hard and you might have to kill someone for it. Crossbows count as Small Guns. 


Throwing 

Not limited to Grenades, the Throwing skill can apply to anything that you can throw. Like 
throwing a Mini Nuke at the enemy, which is great, if you remember that it needs to be shot in 
order to explode. If you ever wanted to live your dream of being a throwing knife god, the 
Throwing skill is your god send. Just make sure you have plenty of grenades to throw with your 
knives as well. AC is still taken into account for the Throwing Skill, even with grenades Area of 
Effect status. If the thrown weapon misses, it’s up to the GM on what happens. 


Traps 

The Trap skill determines if you'll be able to setup a trap be it a snare, bear trap, explosive, etc. 
In order to craft a create a Trap you must roll successfully. If you fail either you believe the trap 
will work, or you fail completely and it might explode. If you’re attempting to disarm a trap, you 
need to beat the difficulty check with the traps skill. Traps vary in difficulty, time, and materials 
used. Below is a chart explaining different traps and their DC. Below is a chart giving examples 
of various traps. They do require materials to craft. You cannot use traps to craft explosives. 


2 
ate 
critters. 
5 
7 


Landmine/Pipe Varies Varies Preparing a mine in the earth takes a 

Bomb few minutes (Doesn’t work with Pipe 
Bombs). But preparing it on the field 
and dumping it on the floor works too. 


Pressure Plate 


5 minutes Aside from rope and a loose stone, 
you'll also need something for the trap 
to trigger like a grenade, shotgun, etc. 

C4 Explosive Trap 0 2 Minutes A military explosive that the more you 
have the bigger the boom. 
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5 
5 
Trip-Based Trap 0 30 minutes Aside from rope, you'll also need 
something for the trap to trigger like a 
grenade, shotgun, etc. 
10 


Electrical-Based Trap 1 hour You’ll need some copper and maybe a 
few scrap. This trap makes you stun 
opponents. 


Mini Nuke Trap 1 hour If you really want someone dead. Place 
one of these. 


Unarmed 

As for Unarmed, it’s as basic as you can get. Run up to someone and punch them in the face. 
Don’t worry about his gun or his power armor. Just go up there, punch in the face and German 
Suplex them. Damage does not stack. Refer to the Special Moves section for information 
regarding moves you obtain. Depending on your skill level you’ll receive bonuses. Bonuses are 
not cumulative. 


100% | +4 Damage / -1 AP to Single and Targeted Attacks (Doesn’t apply if Single Attack is 1 AP and 
the Targeted Attack is 2 AP) 


150% | +6 Damage 
200% | +8 Damage / Unarmed grants you +15% to Normal Damage Resistance 
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Support Skills 

Supports skills are the skills you'll be utilizing in out of combat situations. If someone is 
attempting to help you in a task that requires a Support Skill, you must have at least 25% in the 
skill. This’Il give your ally one reroll for the task. The formula makes up the starter points of the 
skills. 
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Animalism 

Animalism is the interaction between the player and animals. Animalism can be used to tame 
animals, teach them how to do tricks, attempt to communicate and/or understand them, and at 
times being able to identify them. 


Blacksmith 

Blacksmithing is a rare skill to have in the wasteland, but it's extremely useful. Blacksmithing 
includes crafting, modifying, and repairing armor. As well as forging, modifying, and repairing 
melee and unarmed weapons as well. This skill can also be used to identify weak areas of a 
building, or determine if an item is near breaking or fake just by looking at it. You need the 
Blacksmith tools in order to execute this skill correctly. In order to modify or create a weapon, 
they need at least a 25 in the Skill (Melee Weapons and Unarmed). You need to have parts 
equal to or more of the weight of the weapon or armor in order to craft it. In order to craft the 
weapon you want, you need to have equal or more of the scrap parts to forge a weapon or 
armor. For some weapons and armor you need specific materials. Verify this in the lore. This 
skill is used to craft Power Armor. 


Barter 

Bartering is a handy skill if you ever went to get a better deal with a merchant. Or you’re trying 
to sell something at more than the typical full price. The higher your barter, the better your base 
prices for buying and selling items are. Aside from knowing currency, what to sell on how to sell 
it, matters. The price of items varies from merchant to merchant. But one factor to take into 
consideration is condition marks. For each condition mark that item has, deduct 10% from the 
selling price. Merchants will always try to buy items from players at a cheaper price. Get the 
price of an item and take only a quarter of it, then apply the -10% to the price deduction for 
each condition mark, and that’s the starting price bid. Bartering may change this so be very 
careful. Bartering can sometimes be substituted for Deception when buying or selling items. 


Skill Required | Buying Price Reduction Selling Price Increase 


150% | -30% +30% 
Ignore Armor Condition Mark Penalties 
unless it’s broken. 

200% | -40% +40% 
Once a day, sell an item at buying price. 
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Charm 
A rather romantic and inspiring skill. Charm lets you talk your way through situations and inspire 
others to follow you into battle. Beware of these dastardly charmers. 


Computer Science 

Computer Science relates towards hacking a computer, making a program, and the internal 
hardware of a computer. If you want to make your own robot, you'll need this skill, or someone 
with this skill, to program the robot. 


Deception and Insight 

Deception is the art of lying and bullshitting and it’s a very handy skill if you love to pit people 
against fighting each other. Deception against an NPC is easy to understand, but what happens if 
someone is trying to deceive you instead? That’s why we have the Insight skill. Whenever 
someone is trying to lie to you, or you want to sense his motives in anyway, you can roll Insight 
to figure them out. The individuals passive Deception is the DC Check when Insighting. For 
Deception it’s the reverse. The “Defender” is the one who's passive is the DC Check, the 
“Attacker” is the one who’s going to roll. 


Detection, Sleight of Hand, and Sneak 

Unlike Perception, Detection is more localized and has a range of PE x 2 spaces. The Detection 
Skill will only apply within your Detection Range. Anything outside of that, Perception must be 
used, or for each space the individual is sneaking, the Detector will get a -10% to the Detection 
Skill. The same rules for Deception and Insight are applied here. When someone is sneaking, the 
Sneak Skill goes against the person or peoples passive Detection. If the person fails their Sneak 
skill they make a noise that’s easily heard, or someone catches a glimpse of them. 


When pickpocketing, this also goes by the players passive Detection or when you’re trying to 
steal from right in front of someone or if you want to grab something without anyone looking. If 
you successfully Sneak against an enemy in either melee or range and attack, they lose their AC 
and double your natural critical chance. The Targeted Attack Critical bonuses are not doubled. If 
you’re able to attack more than once, only the first attack counts as a Sneak, unless you have a 
Silenced Weapon and the enemy fail their Detection check. You can only do one Sneak Attack a 
round. 


Perception can be used as a replacement for Detection if the GM allows it, but because 
Perception is a 1d10 instead of a 1d100 like Skills, simply multiply the Perception roll by ten. 
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Doctor 

Finding a Doctor in the wasteland is like finding a needle in a haystack. Luckily you can be one 
and you'll be able to fix crippled limbs, stop bleeding, determine the cause of death from 
patients, anything doctor related. Fixing a crippled limb heals for a 1d6+4 HP. It takes 30 minutes 
to heal someone but surgery takes four hours. Sometimes eight. You need a Doctor’s Bag or a 


Medical kit. When the eye is crippled, or shot at, you need another eye. 


Crippled Limb Difficulty Check 


Engineer and Robotics 

The Engineering skill is a support skill that the entire party can have, and it doesn’t overlap at 
all. Engineering can be used to fix machinery, gadgets, guns, energy weapons, practically 
anything. You could even make your own equipment. In other to make explosives, you need 
both Engineering and Nature Sciences. You’ll have to make succeed in both rolls or fail to create 
the explosive. Make sure you have the essential materials and the time. Refer to the chart 
below. 


Engineer DC Check | Nature Sciences DC Check 


Robotics covers, well robots overall. Unlike Engineer, Robotics is more specific towards the 
tinkering of robots such as Eyebots, Assaultrons, Protectrons, etc. Robots can also be used to 
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heal robots if designed to. If you want to give your robot, or yourself some upgrades, refer to 
the Robot Upgrades section. Refer to the table below (This can also be used as reference when 
repairing other items or machines): 


Engineer/Robotics Roll DC Health Percentage 
80 - 100 75% of Total 


41-79 50% of Total 
11-40 25% of Total 
10% of Total and Needs A Replacement Part 


Gambling 

Gambling is a rather tricky skill. Whenever you’re gambling, games and special situations that 
have to do with bidding, tend to go your way. If a game is used with dice, you’re allowed to 
reroll any dice according to your gambling skills. For rolls not related towards bidding, gambling 
may sweeten the deal towards your favor. Instead of trying to Barter or Charm, you can attempt 
a gamble. This may be either a good thing, or a bad thing. Sometimes Gambling can be used to 
spice up the game and not cost a Vault Point. Instead of rolling Sleight of Hand, you can roll 
Gamble. You don’t go against anyone’s passive Detection. It’s a freebie. This skill is not to be 
confused with Bartering a price. That’s the point of the Bartering Skill, this is more about risk 
and to see if lady luck is by your side. You get your points back after a short or long rest. You can 
expend Gamble Points to reroll Luck checks. 


Gambling Skill 


125% 


150% 


175% 


200% 


Gunsmith 

A very handy skill in the wasteland for all your gun needs, the Gunsmith skill is the ideal skill for 
gun makers of all sorts. Gunsmith can be used to repair guns and energy weapons. Rarely can 
someone be able to fix up a brand new weapon. You need the Gunsmith Tools in order to 
execute this skill correctly. In order to modify or create a gun, they need at least a 25 in the Skill. 
(Small Guns, Big Guns, and Energy Weapons). In order to craft the weapon you want, you need 
to have equal or more of the gun parts for the specific weapon. 
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Intimidation 
Intimidating someone is always the best way to get people to pee their pants. You can use 
Intimidation to scare people away from you. 


Investigation 

A handy skill for those with the detective’s hat. Investigation can be used to thoroughly search 
an area in depth to hopefully find a clue. Or trying to find a hidden mechanism that reveals a 
secret passageway. This can at times be used if you want to look for a very specific item like that 
good ol’ Nuka Cola Quantum. 


Lockpick 

The skill all thieves should be well acquainted with. Lockpicking lets you find those sweet spots 
a lot easier, even without the kit. Sometimes you can use Lockpick to open a safe. Whenever 
you fail a check, the Bobby Pin or the Lockpicking set breaks. 


Nature Sciences and Survival 

Nature Sciences is a different skill compared to some of the others because it relates towards 
making drugs such as Stimpacks and Buffout. Survival is a more primitive version which allows 
one to make healing powder and maybe a couple poison. Crafting with Survival doesn’t take a 
lot of time and making a simple Healing Powder should only take a few hours or so. Rolls may 
change how long and how much material is used. Nature Sciences requires a Chemistry lab to 
even begin working and you’ll need to gather materials from both nature and possibly 
pharmacies in order to create chems like Stimpaks. Some drugs are easier than others but 
recipes may vary. Nature Sciences covers explosives as well. GMs, don’t focus too much and 
naming every single ingredient but gathering essential supplies. Below are examples of a few 
craftable items. Alcohol requires fermentation to be good... 


Healing Powder sual so Broc Flower and Xander Root 


Stimpack Nature Sciences 75 Broc Flower, Xander Root, Purified Water, 
Syringe 
Jet 


Nature Sciences/Survival ei Fertilizer and Jet Canister 


50 
25 
100 
Nature Sciences/Survival Water, Razorgrain, and Corn 
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Nature Sciences/Survival Water, Tarberry x 3, Wild Blackberry x 3 


Pilot 
For Piloting, the requirement focuses on what you can drive and how easy it is for you to learn 
how it normally. The skill helps determine if you can pull off wheelies, tight turns, or anything 


from famous car chases. 


pe poe foe e 


Combining Skills 


Many skills work hand-in-hand such as Robotics and Computer Science, Doctor and Nature 


Sciences, Engineer and Nature Sciences, etc. Knowing the right combination can unlock more 
possibilities. But understand that combining skills also means having a high skill in both. Below 
is a small list with an explanation on what the Combo Skills will let you do. 


s | taser 


Animalism/Doctor Typically the Doctor skill refers to people. But having a high Animalism allows you 
to roll Doctor on animals for surgery, healing, etc. 


Blacksmith/Engineer Craft Power Armor. 


Computer Science/Robotics | Robotics allows you to fix up old robots and get them to work, but with 

(Blacksmith/Gunsmith) Computer Science you can install new programs that can work like Perks. 
Computer Science will also allow you to install new commands and gives more 
options for robot customization. Blacksmith and/or Gunsmith can help further 
customization. 


Doctor/Engineer/Nature Bio-Engineering. In other words, playing god and creating monstrosities. You can 
Sciences make Implants. 


Doctor/Computer Science If you ever feel that you need some sort of a boost, or have a missing limb, 
/Engineer/Robotics combine Doctor and Robotics to be able to make cybernetics on people. If you 


(Animalism) have a high Animalism you can add cybernetics to animals. 


Engineer/Nature Sciences Combining both will allow you to craft a variety of explosives. 
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Special Moves 


Melee Techniques 

If you meet the Melee Weapons Skill requirement for a technique at level 1, you can start with 
it. However, you can only start with one technique. Special Move Cost the same as targeted 
Attacks but a Targeted Special Move costs 1 AP higher than Targeted. 


Cost of a Special Move is the same as a Targeted Attack AP Cost of the weapon. Except for 
Counter Attack because it'll cost one AP higher than that because you’re trying to get a free hit 


when it’s not your turn. Count the penalties and bonuses for special moves that are targeted 
towards a specific part of the body. A Dual Wield attack is considered a Special Move. 


Weapon Type Target Area Skill Damage Effects 
Required | Multiplier 


Swords/Spear Stab +15% Critical Chance. 


Sword Overheard Cut | Cannot Target -10% Hit Chance. 
DT Ignore DR -15. 

Swords/Axe Murder Stroke 

Swords/Spear/ Whirlwind 

Axe 


Opponent rolls EN -3. If 
they fail, they're 
stunned for 1d2 turns. 


Attack everyone 5 ft 


Away. Varies on weapon 
length. Max is 10 ft. 


1.0 +30% Critical Chance. 
-20% Hit Chance. 


-20% Hit Chance. 


Bludgeon/Axe Overheard Head 
Swing 
Bludgeon/Axe Break and Stun 


db 
i 


Opponent rolls EN -3. If 
they fail, they're 
stunned for 1d2 turns. 


+30% Crit Chance. 


-20% for both Hits. 
+10% Crit Chance. 


Two hits for one attack. 
-30% for Both hits. 
+20% Crit Chance. 
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Dagger 


Dagger 


Ice Pick 


Backstab 


Counter Attack 


Anywhere 


Cannot Target 


Cannot Target 


Cannot Target 


100 


75 


50 


No Damage 


-10% Hit Chance. 
+20% Critical. 


-40% Hit Chance. 
+50% Critical Chance. 


Roll against the 
opponent’s melee and 
quickly strike back at 
them. Cost is one higher 
than normal of a Special 
Move. Can be done to a 
ranged weapon that’s 


adjacent but it goes 
against the Archery, Big 
Guns, Melee Weapons, 
and Small Guns. 


Roll against the 
opponent’s melee and 
deflect away their 
attack. Can be done toa 
ranged weapon that’s 
adjacent but it goes 
against the Archery, Big 
Guns, Melee Weapons, 
and Small Guns. 


40 


Unarmed Techniques 

Unarmed techniques are the best part of the Unarmed Skill. However, you're no master (Unless 
you're Jackie Chan). Choose your moves carefully. Some of them can be taught. Write down 
starting Unarmed techniques and add upon them whenever you learn a new move. Your Level 1 
Unarmed Skill dictates how many moves you start with. If you increase your Unarmed Skill you 
cannot add the moves you meet the Unarmed Skill to your armory of fists. You need to train 
yourself or find someone to teach you. Refer to the Progression Bar section. Count the penalties 
and bonuses that are targeted towards a specific part of the body for the Special Moves. For 
most techniques, you need to roll to attack. The effects occurs after the attack is considered 
successful. The only moves that ignore this are Hold and Choke Hold. 


Unarmed Skill Target Area Damage 
Multiplier 


4 Cannot Target No Damage Keeps someone in place. Roll 

STR vs. Opponent STR in order 
to keep them detained. Deals 
no damage. Can still attack 
with one hand. If both fail, 
defender wins. 

Stomp 4 Anywhere 1.25 Can only be done to knocked 
down and prone opponents. 

Uppercut 4 Anywhere 1.15 Opponent roll’s EN -1. If they 
fail, they’re stunned for one 
turn. 

4 Eyes No Damage Throw sand at opponents eyes 

and blind them for 1 turn. 


Groin 1.2 Against someone who has 
testicles, your opponent roll’s 
EN -3. If they fail, they’re 
stunned for one turn. 


Front Kick 


Deflect 4 Cannot Target No Damage Move the attack away from 
you. Surpass opponent’s 
Unarmed Skill difference. Can 
only be done to one attack. Can 
be done to a ranged weapon 
that’s adjacent but it goes 
against the Archery, Big Guns, 
Melee Weapons, and Small 
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Push Kick 


Double Cannon 
Fist 


Counter Attack 


Overhead Fist 


Front Takedown 


Choke Hold 


75 


T 
D 
(o) 
a 


l 


Anywhere 


Cannot Target 
Anywhere 


Cannot Target 


Cannot Target 


Cannot Target 


Head 


Cannot Target 


Cannot Target 


1.1 
1.0 
1.2 
1.2 
1.0 
1.0 

5 

A 


0 


Guns. Against Burst Fire, this 
can be done one shot at a time. 


Opponent roll’s EN -2 to stun 
for one turn. 


DT Ignore. 
Opponent AC -10. 


Knockdown an opponent. 
Doesn't work against Power 
Armor unless you’re already in 
Power Armor. 


Push back opponent 5 ft away 
from you. Doesn't work against 
Power Armor unless you’re 
already in Power Armor. 


+20% Critical Chance. 
Requires two hands. 


This works just like deflect, 
except you're able to attack. 


-25% Hit Chance, opponent 
rolls EN -3. If they fail, they're 
knock down and stunned for 2 
turns. Requires two hands. 


Knockdown opponent. Cannot 
knockdown Power Armor 
unless you’re wearing Power 
Armor. 


Hold opponent and choke 
them. Roll ST +1 vs. Opponent’s 
ST -1. If they’re knocked down 
it's a ST +2 instead of a ST +1. If 
they’re held for three turns 
they die from suffocation. 
Cannot attack, requires both 
hands. If both fail the roll, the 
defender wins. 


+15% Critical Chance. 

-20% Hit Chance. 

Opponent rolls ST -2. If they 
fail, they’re knockdown prone. 
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Power Kick 100 5 Torso 1.2 Push back opponent 15 ft away 

from you. Opponent rolls AG 
-2. If they fail they’re also 
knocked down prone. Doesn’t 
work against Power Armor 
unless you’re already in Power 
Armor. 

Thunderclap 125 4 Head No Damage Requires two hands and 

opponent must roll EN -3 or 

stun for a turn. 


Back Takedown Same effect as Front Takedown. 


Twist Punch Torso 1.2 Opponent rolls EN -2. If they 
fail, they’re stunned for 1d2 
rounds and they’re Torso is 
crippled. 

Piercing Kick Cannot Target 1.0 +25% Critical Chance. 

DT Ignore. 
Piercing Strike +25% Critical Chance. 


5 Arms No Damage Roll AG against Opponent AG 
-1. If successful they drop their 
weapon. Can only be done to 
one attack. Can be done to a 
ranged weapon that’s adjacent 
but it goes against the Archery, 
Big Guns, Melee Weapons, and 
Small Guns. Against Burst Fire, 
if the disarm is successful, all 
shots after the disarm are 
nullified. 


DT Ignore. 


Disarm 


One-Inch Punch 


German Suplex 


Opponent rolls EN -3. If they 
fail, they’re stunned for 1d2 


1.5 -40% Hit Chance. 
Opponent must roll EN -3 or be 
stunned for 1d2 rounds. Might 
have a concussion. Requires a 
ST 7 to do this Special Move. 
Both individuals are knocked 
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Cannot Target 


Cannot Target 


Starter Equipment 


This section is very self explanatory, the equipment you start with at the beginning of your 
campaign. Let’s go over weapons. Depending on the Combat Skills tagged, the chart will explain 
which weapon the player may choose from. They’re only allowed to start with one weapon and 
two full clips, or charges. For traps they’ll be given a starting trap. For Archery they’ll be given a 
quiver and twenty Bullet Point Arrows. 


cents [sro amminton 
poom [remene Forero oasen _ 


Once your weapons has been selected, players will be able to choose one of the armors listed 
below (Faction specific armor relates to backstory. If you don’t originate from a faction, you 
can’t choose the armor): 


Regular Clothes Mutant Rags 

Slave Rags Legionary Armor 
Vault-Tec Jumpsuit N.C.R. Soldier Armor 
Leather Jacket Leather Armor 
B.O.S. Uniform 


Enclave Officer Uniform 


For starting caps it’s LK x 5. 


After armor, the rest of the equipment relates to the characters backstory. GMs, players can roll 
Luck to see if they found anything special before they met the party, or they can have basic junk 
that they found laying around. Each player is given three days of food and water. Below is a list 
of items you gain from the Support Skills you’re Tagged in. 
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High level starting characters are given more leisure in their starting equipment but it’s upon the 


GM's discretion on what they can choose, based on the location. Rolling Luck can help 
determine this or a Session 0. Players cannot start with equipment with Legendary Effects 
unless they’re starting level is 10 or above. 
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Vault Points 


Man, it sucks that you just missed that awesome killing shot. You know what would help you 
there? A Vault Point! Vault Points are special points that players can use to reroll life changing 
rolls. 


All players start off with three Vault Points. When a player uses one, they lose it. 

Vault Points can be earned by roleplaying your character, or pulling off a level of badassery the 
GM can’t comprehend. This doesn’t mean you strictly have to roleplay towards your alignment, 
but by acting out or making decisions your character would do. If your character is a Charmer 
and he’s able to talk his way out of a major gun fight that could avoid getting the entire town 


destroyed, give them a Vault Point for not getting everyone killed. 


A player starts with 3 Vault Points. If they level up and have less than 3 Vault Points, the points 
are replenished. 


GMs, don’t just give these out. Make them earn it. 
They can also use it to make the Death Save check of 10 down to a 5. You can’t use a Vault Point 
on another player unless you have a specific perk for it. Nor can you use it to make attacks 


criticals. 


If one of your attacks misses, you can reroll with a Vault Point. If it’s a critical fail you must use 
the Vault Point before you roll Luck to confirm if it’s a critical fail. 


You can’t use a Vault Point to reroll on the critical fail or success table. 
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Combat and Action Points 


Combat Rolls 
For combat rolls the player rolls a d100 and compares it to the player’s skills. Modifiers are 
added or subtracted to get the final result. 


To-Hit Process 

Let’s say Bill the Gunslinger does a Single Attack with a .357 Revolver with no condition marks 
ona bright sunny day, on the ground, against a mole rat that’s out in the open. Bill has a Small 
Guns skill of 100%. First, Bill has to roll a 1d100 to see if his attack hits the target. Let's say Bill 
rolls a 25. 


Since Bill only has a LK of 5 and he wasn’t attempting a Targeted Attack, he doesn’t get a critical 
success nor a critical failure. This also means we skip Modifier 2 because this is only a Single 
Attack. Since Bill’s weapon doesn’t have 8 more condition marks, we can skip Modifier 3. Since 
this is a bright sunny day and Bill is shooting on the ground and not in a Vehicle, we can skip 
Modifier 4. Modifier 5 is the most common modifier you'll be using. The opponent’s Armor 
Class. The opponent’s AC is subtracted from the player’s skill. The AC of a mole rat is 7. 


100% - 7% = 93% 
Next are the Cover Penalties. Since the mole rat is out in the open, we can skip Modifier 6 and 


make our way to the Modifier 7. Ammo Type. This covers ranged weapons such as the bullet 
type. A .357 bullet, has AC: -10 and DR: -20. DR will be covered in the next section. The AC refers 
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to decreases the enemies Armor Class. The AC of a mole rat is 7 which means we ignore his AC 
entirely. The AC extra -3 AC is not added. 


10-7=3 
93% + 7% = 100% 


Bonuses. Any bonuses from Perks that increase Hit Chance are applied. Let’s say Bill has the ST 
Perk Steady Aim which gives him a +10% Hit Chance with Single Attacks for Ranged Weapons. 


100% + 10% = 110% 


Now after doing all this math, here’s the kicker. As long as you rolled below the final result of 
your skill, you attack hits. Since Bill rolled a 25 compared to 110, the attack hits the mole rat. 


Damage Formula 
(Initial Damage — Damage Threshold) x Damage Resistance = Damage Result 


Damage isn’t as hard as it looks. The Initial Damage is how much is being dealt to you. Damage 
Threshold is impact of attack on your armor. The Damage Resistance is how durable your armor 
is against the attack. The math is simple. Bill gets shot by a raider who is also using a .357 
Revolver. Let’s say it hits for 14 Normal Damage. A .357 bullet has as his effects AC: -10 and DR: 
-20. It’s Normal Damage because it’s a bullet. Bill is wearing Leather Armor MK | which was a DT 
of 2 and a DR of 25%. First initial damage (14) is subtracted by the armor and any natural DT the 
player has first. 


14-2=12 


Next is the we multiply the difference of the Damage Resistance. Meaning Leather Armor MK | 
has a DR of 25%. Instead of multiplying the damage by 25%, it’s multiplied by 75%. A simple 
method is to subtract the resistance by 100% by the total DR you have. Normally, we would do 
12 x 75% = 9. But because .357 gives a DR of -20, we have to subtract 20 from the total DR 
making the new damage 12 x 95% = 11.4. The damage is always rounded down making it a total 
of 11 damage. The max DR you can have is 90%. You cannot exceed 90%. Even if your DR stacks 
above 90%, it doesn’t matter. If any damage reads DR: -10, your 90% will drop to 80%. 


For Armor refer to the damage types which are Normal, Laser, Fire, Plasma, and Explosion. 


When the armor is displayed (DT/DR). The Damage Threshold is always to the left, while the 
Damage Resistance is to the right. Refer to the Armor Section for the list of Armors. 
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Fighting Stances, Timing, Distance 


Gain full Armor Class from Agility and Armor. 


Crouching | +10% To-Hit on all Ranged Weapons except for Mortars. Armor Class from Agility is 3 
but you still gain all Armor Class from your Armor. 


Prone | +25% To-Hit on all Ranged Weapons except for Mortars. Armor Class from Agility is 1 
but you still gain all Armor Class from your Armor. Cannot make Unarmed or Melee 
Attacks. 
Knocked Down | No Armor Class bonuses from Agility and Armor. You have a 0. Cannot make 
Unarmed or Melee Attacks. 


The stances do not effect on To-Hit rolls for Mortars. Peeking around a corner is possible but if 


someone has a decent angle on you, you could be considered in Half Cover or Three-Fourth 
Cover. Peeking out risks Overwatch and the person in Overwatch would have to roll Perception 
to notice unless they are Overwatching the same direction. Each hexagon (horizontal/vertical), 
square, tile, or space, counts as 1 meter or 5 ft. Combat is every round is 6 seconds. The 
penalties don’t take into account within a certain range. The range is determined by your 
Perception. If you have a Perception of 10, within ten spaces of an opponent, you ignore 
Environmental Effect Modifiers. 


Environmental Modifiers 

The environment can often affects your effectiveness in combat. This doesn’t always apply but 
can provide a challenge to some players. This is optional and GMs should inform their players 
ahead of time. Refer to the table below. 


Environmental Effect Modifier 
Heavy Storm -25% 
Night Time -50% 
Radiation Storm -20% 


Dust Storm -40% 


Fog -35% 


Difficult Terrain 
Difficult terrain affects your movement in combat. Most cases your AP isn’t affected. The chart 
below will provide a few instances of impeding movement. 
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Environmental Effect Reduced Movement 
Rocky Terrain 2 AP per 5 ft 
Shallow Water 2 AP per 5 ft 


Snow Fall 2 AP per 5 ft 
Neck Deep Water 3 AP per 5 ft 


Attacking 


Single Attack | One attack made with a weapon. The costs depends on the weapon. 


Targeted Attack | One attack focused on a specific part of the body. The costs is +1 of a Single Attack. 
Refer to the Critical Table for more information. 


Special Move | Only applies to Melee Weapons and Unarmed. Special Moves are covered in the 
Melee/Unarmed Modification section. 


Burst Fire | Burst fire can be applied to any ranged weapon. Each, however, has their limits. 
Pistols and revolvers only have a two to three round burst limit. SMGs, LMGS, and 
Assault Rifles can do a 2 - 10 Burst Fire. Miniguns can only have a 5 - 10 round burst. 


Rifles cannot use Burst Fire. The table below follows the first shot to a ten round 
burst with their penalties. 


o 
[oe _ 
> [om 


In order to reliably hit a 10-round bursts, you NEED a bipod, high skill, and a high skill level in 


your preferred method of combat. If you have a max of 5 AP and the weapon AP cost to attack 
for a weapon is 6 or 7, you take your entire turn to do the action. The AP doesn’t carry over. 
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Cover 

Cover depends on how much it’s actually protecting you and where the enemy is adjacent to 
you. You must state how your positioned because it will determine what Targeted Shots can be 
dealt you. If you’re in half cover but it’s only protecting the lower laugh of your body, anyone 
facing you from that direction can’t shoot your legs because they’re behind cover. 


Cover Hit Chance Penalty 


Full Cover -100% 
Three-fourths Cover | -75% 
Half Cover -50% 


Quarter Cover -25% 


Death Save 

If a player ever gets down to 0 HP, they have to roll a simple Death Save which is 1d20. They 
have to get above a 10 three out of six times on their turn. If they get three failures out of six, 
they die. If at any point you get a 20, you’re automatically up with 1 HP. If you crit fail, it counts 
as two failures. You can use a Vault Point to make the save a 5 instead of a 10. If a player is 
attacked while they're down, it counts as a failure. Only a successful Doctor roll, Doctor’s Bag, 
and Super/Ultra Stimpak can bring a player back to life. The DC Check is 50% for the Doctor roll. 
If you take damage that is double your total health, you instantly die. 


Exhaustion 
During certain times, your character might succumb to exhaustion. When you ignore sleep for a 
day, suffer starvation, tortured for too long, get addicted to some drugs, or incapacitated but 


not dead, you suffer exhaustion. 


Disadvantage on Non Combat Skills. 


CI CI 


51 


Movement 
Often some enemies and allies have access to Free Movement. This works similar to movement 


with AP. If you have 1 Free Movement. That’s 1 AP that can only be used for movement. If you 
want to sprint, you can use your 1 Free Movement to move three spaces, or 15 ft. However you 
cannot change your movement to another type. Once you decide on your movement, you 


cannot change it till your next turn. 


AP Costs 
The table below are the other options you have in combat. Use your Action Points wisely. 


Move 5 ft or 1.5m for 1 AP Standing, 2 AP Crouching, and 4 AP Prone. 


Move 10 ft or 3m for 2 AP. -15% Hit Chance. You break Sneak the moment you Dash. 
Can only Dash while Standing. 


Move 15 ft or 4.5m for 3 AP. -30% Hit Chance. You break Sneak the moment you 
Sprint. Can only Sprint while Standing. 


Change Stances | 2 AP to switch (Costs 4 AP to go from Prone to Standing and vice versa). 
Use Held Item | 3 AP (Example: Use Stimpack in Hand). 
Equipping Items | 4 AP. You cannot equipment armor mid combat. 


Taking Items/ | 8 AP (If the max AP they have ranges from 5 - 7. They must have all of their AP and the 
Looting | rest of the cost will carry over to their next turn). 


Reloading | 2 AP for Small Guns and Energy Weapons. 3 AP for Big Guns (Cannot combine clips). 
Use Skill | Depends on the skill (Sneak costs 1 AP). 


Getting Up | 4 AP (Only if knocked down or starting combat on the ground). Have 0 AC With 1 AP, 
you can turn to be Prone. 


Tripod/Artillery | Roll Big Guns skill till you get a success. DC is 25 (Takes your whole turn). 


Defending | Add remaining AP to AC till your next turn. 


Dodge | Costs 2 AP to Dodge. When Dodging you roll your Agility against the attack roll. The 
attack roll is rounded down to the lowest, always. The tens place of the attack roll is 
compared to the Agility Roll. The difference of the checks is taken. Example: 

Bill has 6 Agility and Sarah attacks with a Small Guns of 76 compared to 106. Bill wants 
to Dodge and spends 2 AP from his next turn and rolls a 3 compared to a 6. We bring 


Climbing 


Sliding 


Overwatch 


Hold Action 


the 76 to 70 and look at it as a 7 compared to a 10. Then you subtract 10-7=3 and 
6-3=3. Since both of them matched the defender, Bill, wins and avoids the attack. 


If the rolls match, defender wins. 


For 2 AP, roll AG -1 to Vault over an obstacle that’s half your size. If you fail, you’re 
knocked down prone at the start of your Vault attempt. 


Roll STR to climb automatically, if you fail, Roll END to hang on or else you land on 
your ass. Costs 5 AP per two hexes. If there’s a ladder, don't roll STR but it still costs 5 
AP per three hexes. 


Diving allows a character to move 2 tiles for 3 AP, regardless of terrain penalties. They 
must make a roll against their AGI -1 if the roll is failed, the character slips and falls or 
crashes into something instead. While diving, the character gains +15% Critical 
Chance, due to the rule of cool. This is applied to any shots you make during and after 
performing the Diving action, with a -30% hit chance penalty. Shooting while Diving 
takes 2 additional AP, 3 for Burst Fire, and you cannot shoot while diving with a Big 
Gun. You can only make rough targeted shots (Head/Torso Only) when Diving which 
costs 4 AP, and you also gain +10 AC against any enemy making an Overwatch attack 
against you while Diving. 


Costs 3 AP to be able to Slide into a chosen direction. After sliding, you automatically 
go into Prone position. You cannot slide from a standing start, you need to move at 
least two hexes in the direction before sliding. Shooting while sliding applies a -30% 
Hit chance penalty and takes 2 additional AP to fire a single shot. 3 AP for Burst Fire 
and 4 AP for Targeted Shots for the Head and Torso only. You must roll AGI +1 or your 
slide stops halfway and your AC is reduced to half your armor's value until your next 
turn. 


A character may enter Overwatch by trading 1 AP of their turn to be able to 
automatically interrupt that of the first enemy that enters their range. If you trade 3 
AP to do Overwatch, you can hit up to three targets. If you use 1 AP to Overwatch and 
you wish to hit more targets, you must use the AP from your next turn per target. The 
max size of the cone at the end of your range is determined by this equation: 3 Hexes 
+ 1 Hex per Perception Point. Meaning wherever you may look, a small cone forms at 
the direction you’re facing. As long as the enemy is within the cone, you are able to 
get them with Overwatch. Penalties such as Quarter, Half, Three Fourth Cover may 
apply depending on how much of the hex is taken after the first target is hit. The first 
target does not get penalties unless specific circumstances apply by the GM. Typically 
the first sign of movement is when you fire, but targets after become rather difficult 
via sight. The Burst Fire Penalties are applied to each shot as well. 


Unlike Overwatch, Hold Action activates upon a specific action that may occur during 

combat. For example. You can hold your action on flipping a switch till the mutant has 
been pushed into its cage by the party. You must have at least half your AP in order to 
hold your action. If you have an odd number for AP, round down. If you have 7 AP, you 
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Dual Wielding 


Called Shot 


Disadvantage 


Attack of 
Opportunity 


must have at least 3 AP to spare in order to hold your action. GM Discretion. This is 
not an Overwatch. 


Dual Wielded weapons may both be fired at the same time for one additional AP of 
the Single Shot cost. (If both weapons are of different cost, count the highest AP and 
add one) You cannot make targeted shots but your Critical Chance is increased by 
15%, but a -20% Hit chance. You can only dual wield one-handed weapons unless you 
have the perk Two For One. This includes Super Mutants. If you wish to do burst fire, 
you take a -25% but for each shot after the first, add 5% for each shot. The AP cost is 
equal to the highest single attack +1. For melee combat you get the critical chance 
and hit chance penalty for melee weapons, but you can make targeted attacks. The AP 
cost of a dual wielding attack is +1 of the highest single attack. A targeted attack costs 
+2 AP of the highest single attack. Targeted melee attacks cannot target two different 
areas. 


If you decide after the calculations are made, to cancel your shot, you can but you 
cannot recover the AP you used to shoot. You will keep your ammo. You cannot cancel 
a shot if it's a crit fail. 


Flanking is highly situational but may offer additional help in combat. Flanking is taken 
into effect if your opponent hasn’t noticed you, you have height advantage (Varies on 
positioning and GMs approval), or when your melee attacking a prone or knocked 
down enemy. When you have Flank Advantage, you can roll twice for one attack and 
take the lowest Hit Chance attack, but only roll damage once. Advantage does not 
stack. 


Disadvantage occurs when someone is attempting to perform an action such as 
shooting a two handed weapon with one hand (Unless you meet certain 
requirements), or shooting a weapon with a crippled hand, etc. This is highly 
situational and should never be used for everything. If something requires for you to 
roll at disadvantage, using a Vault Point, or a perk that allows gives advantage will 
cancel the disadvantage, but you'll only roll once and what the result is, you must take 
it. You can’t stack. 


If an enemy is within your melee or unarmed range, be it 5 or 10 ft, and they move 
away, you can invoke an attack of opportunity with the cost of a Single Attack of the 
melee weapon or unarmed attack from your next turn. You get a -10% Hit Chance and 
can only do this once per round. If you wish to disengage, from someone at melee, 
roll an Agility vs. Agility. If the disengager wins, the Attack of Opportunity is canceled. 
If the attacker wins, they’re able to attack. This does not apply if the back is facing the 
attacker. If two or more attackers surround you, get a -1 for Agility for each individual 
adjacent to you. You take both attacks of opportunity, if they hit. Cannot be a Targeted 
Attack. 


Can only be done at melee range. Charge is double your movement and can only be 
done in a straight line. Nothing can be in the way. You gain a +10% Hit Chance and it’s 
considered a Special Move therefore depending on the weapon you're using, the 
Special Move Cost is the same as a Targeted Melee Attack with the weapon. 


Ailments and Damage Types 


Normal | Normal damage revolves around ballistic damage. Bullets, punches, cuts, bruises etc. 
Laser | Laser damage comes from Energy Weapons from the Laser category. 


Plasma | Plasma damage comes from Energy Weapons from the Plasma category. It’s often green. 
Explosive | Explosive damage comes from anything that’s explosive such as grenades, rockets, etc. 


Electricity Resistance/Pulse (ER) 
Electricity Resistance isn’t actually damage but a way to stun the opponent. Armor and/or racial 


Fire damage comes from anything that is, well fire. A flamer, a building that’s on fire, etc. 


benefits, give you resistance, or the other way around. If an armor has a negative (Ex. -30%). It 
means you have -30% ER you will always be stunned. There is no crit for resistance. If however, 
you have a 20% ER, you roll a 1d100. If you roll within the 20%, you’re stunned for whatever 
rounds that affect gives. The standard is 1d4 rounds. If you roll outside of the the 20% you’re 
not stunned. If a weapon states it has a chance to stun, subtract it from your ER, then roll. Pulse 
would apply the same electronics, but some electronics have a stronger resistance. Apply the 
same rules of Electricity Resistance to Robots and Power Armor. If they fail, the robot, power 
armor, or electronics in general, shut down. The fusion core, if it has one, still has power. When 
you’re stunned, you maintain your armor’s AC, not your natural AC. All melee attacks have 
advantage against you. 


Explosives (Ex) 

A direct hit by an explosive device automatically adds condition marks to the armor. This is 
determined by the initial damage taken rounded down. If the explosive damage is 47, round it 
down, it’s 40. Power Armor takes half the condition marks. Then the amount of condition marks 
taken is 4. Then damage is calculated with DT and DR toward your health. For vehicles it works 
the same but with vehicles it goes into the Vehicle Resistance of the vehicle but it goes for each 
side. Refer to the Vehicle Section for more information. Explosions ignore Successful Hits and 
Limb Resistance. For weapons it goes straight into the condition marks. 


Fall Damage 

If you’re falling or pushed back and hit a wall you take some sort of damage. Luckily all of it is 
Normal Damage. For every two spaces you fall, you roll a d10. You can jump off 100 ft with 
Power Armor and take no damage. After the 100 ft, the Power Armor takes % of the fall damage 
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and it applies then to the Normal DT and DR. The result then follows the same pattern as 
explosives. For every ten increments of damage, you lose a condition mark for your armor. 


Gas Resistance (GR) 

Gas weapons spread a damaging cloud of toxicity over a large area, subjecting every biological 
thing in the cloud to the potential for harm. Different gas weapons describe the size of the cloud 
and the effects of the gas, and whether or not the gas damages from inhalation or contact. You 
either have 100% Gas Resistance and ignore any gas, or you have 0% Gas Resistance and take 
any damage from the Gas and it counts as True Damage. 


Poison Resistance (PR) 

Poison is the tool for assassins, but some animals can also poison. Poison in this case is a liquid 
making contact with the skin. As a Liquid you apply the same rules of Radiation. Multiply the 
Poison Damage with your Poison Resistance. Poison Damage can stack if bitten, stung, or hit 
with multiple poisons attacks. Poisons can be brewed with a Brewer’s Kit with a successful 
Nature Science or Survival check. Hopefully you get cured before the poison kills you. 


Mole Rat Bite 


Broodmother Venom 


2 Roll EN, if you succeed you take half the Poison 
Damage. If you fail you take the full poison damage. 
2 Roll EN,if you succeed you take half the Poison 
Damage. If you fail you take the full poison damage. 
3 Roll EN-1, if you succeed you take half the Poison 
Damage. If you fail you take the full poison damage. 


Roll EN-2, if you succeed you take half the Poison 
Damage. If you fail you take the full poison damage. 


Roll EN-3, if you succeed you take half the Poison 
Damage. If you fail you take the full poison damage. 


Giant Radscorpion 
Venom 


Cazador Poison Roll EN-4, if you succeed you take half the Poison 


Damage. If you fail you take the full poison damage. 


Radscorpion Venom 


True Damage - Ignores all Damage Threshold and Damage Resistance and directly affects your 
Hit Points. Concussive damage applies to this. 


Unconscious - Being unconscious means that you’re both stunned and knocked down prone. 
You have 0 AC. All melee attacks are rolled at advantage against you. 
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Critical Chance 


How To Critical Success and Critical Fail 

In order to achieve success, you must roll within your crit range which is determined by your 
LUCK. Targeted shots and perks can alter this. The max crit allowed is 50% Critical Chance. Going 
above 50% is game breaking. The range is determined by your Luck. Your Luck determines your 
crit chance and is normal. For Crit Fail Range, the less Luck you have the bigger the range. If 
your Luck is at 1, your crit fail range is 91 - 100. Refer to the Primary and Secondary Stats to see 
your range with Luck. 


When you roll and land within your Luck range, it’s a critical success, even if it somehow misses 
normally, it’s still a hit. You apply any conditions if it’s Targeted, Burst, etc., then roll a 1d10 and 
look at the Critical Success Table. 


A 100 no matter what, is a fail regardless of your skill. 1 is a crit in combat, but for skills you 
can’t crit or crit fail, those are based off of Difficulty Checks. 


If you get a 91-99, roll your LUCK and you have to match or get below your LUCK score. If you 
fail, then roll 1d10 for the fail and look at the Critical Failure Table for the unlucky punishment. If 
you get a 100 you automatically roll 1d10. For Burst Fire, only the first shot is counted for crit 
fail/success UNLESS the shots after are a 1 or 100. A 1 is an automatic success and for a 100 you 
crit fail. You stop firing if you get a 100. 


Target Critical 


Critical Bonus | Body Part 


+30% Neck, Eyes 


Targeting the Weapon 

Targeting a weapon in your opponent's hand is a cruel and comedic way to end the fight. If you 
hit, for every 10 damage, they opponent adds one weapon condition mark. The damage dealt to 
the player 25% of the total damage. If it's a critical success, the weapon is instantly broken. 
Weapon modifications can delay this similar to how some helmets can ignore Targeted 
Headshots. 
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Targeted Shot Penalties (Ranged) 


o 
0 
% 


-50% Neck DT and DR are only % for hit, not 
counting Natural DT and DR. Retain AC. 


-60% Eyes/Fusion Core DT and DR are only % for hit, not 
counting Natural DT and DR. Retain AC. 


Areas of the body that lack armor and are targeted like the Head or an unarmored left arm, only 


get half the DT and DR but retain the AC of the armor they're wearing. 


Targeted Shot Penalties (Melee) 


-25% Neck DT and DR are only % for hit, not counting Natural 
DT and DR 

-30% Eyes/Fusion Core DT and DR are only % for hit, not counting Natural 
DT and DR 


If using a ranged weapon at melee range of 1 hex/square, use the Melee Penalties instead of 


the Ranged. 


Critical Damage Multiplier 


Damage Multiplier 
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Critical Success List 


E CE 


E frese 
RI CO 
E frese me mmie 


Critical Failure List 


Ammo Problems - The gun does not fire, and the magazine must be discarded. If melee attacking 
the attack misses. 


Weapon Explodes - The weapon in your hand explodes and is useless and deals 2410 Explosive 
Damage. Melee weapons shatter into pieces. If Unarmed you cripple the body part you attacked 
with. 


Hit Something Else - You didn't hit what you were aiming for, but you nailed the next closest target. 


I CO I 
RI CO 
I CT RO 
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You slip and fall you dumb bitch. AC is dropped to 0. 


Crippled Body Shot 

Roll a d10 for the body part crippled. If it's a Targeted Shot and it hits, it goes into the Limb 
Resistance. If the Limb Resistance for that specific body part is 0, the Targeted Body Part effect 
activates. Keep track of Limb Resistance for Arms and Legs in the health section of your 
character sheet. If you get a 2 or 3 from the Successes, it has the same Success as a 1 on the 
Critical Success Table. If it's a normal shot and you crit, and get Crippled Body Part, then roll 
d10. 


Can’t use two handed weapons 
CI CO E 
fo fer mea 


If the Targeted Shot is the critical success, the arm/leg is automatically crippled and breaks 


through all Limb Resistances. 


Body Part Crippled Effect 
Both Eyes Permanently blinded. 


Cannot use two-handed weapons 
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Cannot Sprint nor Dash. 


Radiation 


Radiation is nothing to scoff at when it comes to the nuclear wasteland. The Great War left 


traces of radiation in the sky and every day we suffer radiation. Depending on where you are in 


the world the radiation you would get a day may either kill you in a few weeks, or several years. 


However, most rads are so harmless that they barely make a dent. Areas like the Glowing Sea 


may give you 30 rads an hour and that’s nothing to scoff at. The moment you reach a certain 


threshold in rads you start to take debuff. Only with a Geiger Counter can you know exactly how 


many rads are on your body. GMs must keep track of those without a geiger counter and inform 


them of any illness. 


ST -1 EN -2 AG -1 

Max HP -10 (Does not 
apply to Ghouls and 
Super Mutants) 


ST -2 EN -2 CH -1 AG -2 
Max HP -20 (Does not 
apply to Ghouls and 
Super Mutants) 


ST -5 EN -5 CH -3 AG -4 
Max HP -30 (Does not 
apply to Super 
Mutants) 


1000 | Make a new character. 


Character begins to feel weak and achy. Skin itches slightly. A 
sunburn-like rash appears. 


Character feels weaker. Muscles and joints hurt. The skin itches and 
small, open sores begin to develop. Some hair begins to fall out. 
Normal humans generally cannot reproduce (or have very mutated 
children) at about this level of radiation poisoning. 


Character begins to vomit and experience diarrhea. Joints and 
muscles still hurt, but that's the least of their problems at this point. 
Open sores cover the skin, and hair falls out in large clumps. They 
develop a nice glow at night. Ghouls start to go Feral. 


Character vomits blood, as well as experiences bloody diarrhea. 
Hair is gone at this point. The skin begins to get soft, and hangs off 
in places. Death will occur in 72 hours after experiencing this 
amount of radiation poisoning, unless treated. 


Forget the 24 hour time limit; this level of radiation poisoning 
causes unconsciousness a few minutes after exposure. A few 
minutes after that, the character's body begins to shut down. One 
only experiences this level of radiation after long-untreated 
poisoning and continued adventuring, or if they decide to prowl 
around ground-zero without some protection. 

Death Save applied. If you live you come back as a Ghoul. If you fail 
all the Death Saves you die. You can use a Vault Point to make the 
check easier. Even Super Mutants can be affected by insane levels of 
radiation. They can’t become Ghouls, instead they die. If they 


61 


I a: manage to live, mutations may alter their body. 


Leveling Up 


Skill Progression 

When a player levels up, they can spend their Skill Points anywhere they want. For Tagged Skills 
from 1 - 100, 1 Skill Point equals 2. For Level 1, you can use your Level 1 Skill points and 
distribute them however you like. The max a skill can be is 200%. You cannot exceed at all. 


Current % Cost to Increase Untagged 


Current % Cost to Increase Untagged 


Perks 

When a player levels up, they are allowed to get a perk depending on how many perks you get 
per level. Refer to the Races section to know when you gain a perk. Refer to the table below to 
know the experience cost for leveling up. 
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Level XP Chart 


210,000 
+40,000 more XP per level 
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Gambling Games 


These games can be found in casinos and sometimes the occasional caravan might be able to 
play. If you're playing in a casino, 20% of the winning pot goes to the house. Sleight of Hand can 


be used to reroll but if you're caught you're out of the game and you don't get a single cap. 


Triple D 

The player is given a d10. They're to keep their roll hidden. They must then either check, raise 
the bet, or fold. The process is repeated two more times. Once the three turns are over, the 
players must add up their dice. The highest wins and takes the pot. 


21 

You first put your bet and roll a 2d12. Keep the first roll secret and the second one is shown to 
everyone. If you want another dice, you need to raise the bet. If you raise, roll d12 and show it 
to everyone. If you hit 21 you win. Above 21, you lose, unless everyone folds. If you get high but 
its not 21, you win. 


e qe 
1-9 Normal Numbers 


Texas Hold'em - 2 Card 

Each player rolls a 2410. Each dice represents a card. After the starting bid, the dealer rolls 
3d10. From there the players can use the dice they rolled secretly to see if they have a Pair, 
Straight, etc. After placing bets, the dealer rolls another d10. The same occurs for the last d10. 
The objective is to make the other players fold or have the highest set of numbers. Everytime 


you roll, you roll a 1d4 to determine the type of card it is. Refer to the table below. 


Players throughout the game can either raise the bet, call the bet (or match whatever was 
betted) , check to stop betting, or fold. If someone raises and someone doesn’t call, they must 
fold. If at anytime one person is left standing, they get the pot.From lowest to highest the list is 
below. 
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Highest Number 

Pair 

Two Pairs 

Three of a Kind 

Straight 

Flush (Same Card Type) 

Full House 

Four of a Kind 

Straight Flush (1 - 5 w/ Same Card Type) 
Royal Flush (6 - 10 w/Same Card Type)) 


Poker - 5 Card 
Similar to Texas Hold’em except you roll 5d10. You follow the same chart as Texas Hold’em and 
you place bets going around the table until everyone has checks. You reveal your hand, or dice 


and whoever rolls the best and the highest, wins. Refer to the list in Texas Hold’em. 


Players throughout the game can either raise the bet, call the bet (or match whatever was 
betted) , check to stop betting, or fold. If someone raises and someone doesn’t call, they must 
fold. If at anytime one person is left standing, they get the pot. 


65 


Successful Hits and Condition Marks 


Armor eventually begins to lose its ability to protect and distribute damage as it wears thin and 
acquires more holes; these penalties are applied specifically to the Damage Threshold and 
Damage Resistance (DT and DR) values; a useless heap of power armor still offers the user some 


AC protection. 


Determining when you lose Armor Condition is through Successful Hits. Successful Hits vary 
upon armor and once the Successful Hits meter is full, you fill in an armor condition mark and it 
refreshes. However, Successful Hits aren’t determined by getting hit, but by damage increments 
of 10 from Normal, Laser, Fire, and Plasma Damage after determining DT and DR. If the damage 
ranged 0 - 9 total, it counts as one Successful Hit. To determine the modified values for DT and 


DR, first find the percentage of the modification (Mod) on the following chart: 


Boxes Filled Boxes Filled | Modifier 


Once all ten boxes are filled, the armor or weapon breaks. After the Modifier is determined, 
plug the original values and the mod into the following equations: 


DR - (DR X Mod) = Adjusted DR 
DT - (DT X Mod) = Adjust DT 


Armor and Weapon Repair 

When a gun gets jammed or an ax breaks, it is a problem. If it happens in combat and you have 
no backup, it is a major problem. There is nothing to do but wait until combat is over and 
attempt to repair the item. Repairing takes 1 hour. Repair can be applied to fix any piece of 
equipment, but you can use Gunsmith to fix guns and energy weapons and Blacksmith to fix 
armor, bows, melee weapons, and unarmed weapons. The DC check for repairing Armor and 
Weapons is the weight. You need parts equal to how much the weapon weighs in order to fix it. 


66 


You can only repair one item at a time. Successfully succeeding in the roll empties one box on 
the condition bar. Repairing weapons is not necessarily limited to the time in which they break; 
a little preventative maintenance never hurts. If you fail, you may attempt to roll If you fail you 
lose the parts and no condition marks are emptied. 


Weapon Condition Marks 

Below the weapon slots on the character sheet is a bar with boxes in it, labeled "Condition." 
This indicates the condition that the weapon is in. The more boxes filled, the worse shape the 
weapon is in. Weapons gain boxes when attacks are made with them and the critically fails. 
Sometimes, doing something inordinately stupid, like using your rifle as a crowbar or 
accidentally dropping your gun down a sewer, will cause boxes to become filled as well. When 
boxes fill up, it represents normal wear and tears; however, when that last box is filled, the 
weapon is either jammed or broken and must be repaired or thrown away. Often when 
characters find or buy weapons, they are not in perfect shape and already have one or more 
boxes filled. If 8 or more boxes are filled, the user suffers a -10% penalty to their to-hit rolls with 
the weapon; the damage is beginning to interfere with its effectiveness. The GM may determine 
other situations where the weapon suffers damage, such as when the character accidentally 
drops his backpack in a vat of acid. 
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Equipment 


Fallout is filled with wonderful pre-war items that could save your butt more times than you can 
count. Determining how great an item depends on its rarity. The rarity of an item defines the 
likeliness of finding it in the wasteland. There are six rarities which are Common, Uncommon, 
Rare, Very Rare, Legendary, and Epic. With Common being the lowest rarity, any common item 
can be found practically anywhere, but an Epic rarity, being the highest rarity, are extremely 
powerful items that exist in the deepest, darkest, pre-war military bunker. 


Weapons 


A weapon can be anything. It can be a stick, rock, hammer, fatman, etc. There are many options 
in the world of Fallout. Some choose to specialize, a few choose everything. It all depends on 
one thing, do you have enough ammo? 


I quick understanding on what weapons you can use does depend on your Strength. If a 
weapon’s Minimum Strength is higher than your Strength, you can’t use it. There are perks that 
help with this. The Special Moves of a weapon are unique moves only accessible with the 
specific weapon. They follow the same AP cost of a Targeted Attack. The Range of a weapon 
determines the distance of attack. You add your extra range using the Perception Table in the 
Primary and Secondary Statistics section. If you attempt to attack beyond your range with a 
ranged weapon, you’ll receive a -10% Hit chance for every 5 ft. Range in the weapons section 
will be determined in feet. For Burst Attack refer to the Combat and AP Cost section. Refer to 
the ammo chart for the bullet damage. Any weapon within the Small Guns, Big Guns, and 
Energy Weapons categories are considered Ranged Weapons. 


Throwing Weapons and Unarmed are both considered One Handed. 


Single Attack: S Minimum Strength: Min. ST 
Targeted Attack: T Weight: W 

Burst Attack: B Damage: Dmg 

Special Move: SM Range: Rng 
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Archery 


Bows (Two Handed) 


re [wv qu uns Tone Jom fe [Fo [omen e 


Big Guns 


Anti-Tank Rifles (Two Handed) 


[ee ie [a [amen [To [oom Toc 


Barrett M107 5000 N/A | Magazine Size: 10 
Long Range Ammo: .50 
Sniper Rifle Can only be fired while 
prone. 
Can be used as a Big Gun/ 
Small Gun. 


20 | 5250 +25 350 |5 Magazine Size: 30 Very Rare 
Ammo: .223 
Can do up to a five round 
burst. 
Can only be fired while 
prone. 
Can be used as a Big Gun/ 
Small Gun. 
AS50 Sniper | 30 | 5500 | 7 +40 400 |5 N/A | Magazine Size: 5 Legendary 
Rifle Ammo: .50 
Can only be fired while 
prone. 
Can be used as a Big Gun/ 
Small Gun. 
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Flame Weapons (Two Handed 


SO IC I Pr 


Flamer Pistol | 10 | 1500 |4 N/A | N/A | Magazine Size: 3 Rare 
Ammo: Fuel Canister 
Can be used as a Small 
Gun/Energy Weapons. 
One Handed. 
Flambe 450 2000 +30 40 N/A | N/A | Magazine Size: 5 Very Rare 

Flamer Ammo: Fuel Canister 
Fires into a cone that at the 
tip is 15 ft wide. 


Heavy 3000 +40 50 N/A | N/A | Magazine Size: 5 Very Rare 
Incinerator Ammo: Fuel Canister 
Upon impact, everyone and 
everything 5 ft from the 
center of the splash of fire 
takes fire damage. The flames 
last for a turn and anyone 
that steps through or ends 
their turn on the fire suffers 
2d6 Fire Damage. 
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Grenade Launchers (Two Handed) 


Jr ue [a 


M78 Grenade | 5 1200 
Pistol 

M79 Grenade | 12 
Rifle 


AGS-17 | 70 7 
Plamya 


+5 Magazine Size: 1 Uncommon 
Ammo: 40mm 
Can be used as a Big Gun/ 
Small Gun 
One Handed. 

+10 Magazine Size: 1 Rare 
Ammo: 40mm 
Can be used as a Big Gun/ 
Small Gun 
One Handed. 

+20 Magazine Size: 5 Very Rare 
Ammo: 40mm 
Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 110. 


Milkor | 75 
MGL-140 


MK-19 AGL 11500 | 7 
MK-47 AGL | 75 | 11500 


Magazine Size: 8 Very Rare 
Ammo: 40mm 


Magazine Size: 10 Legendary 
Ammo: 40mm 

Cannot be used unless setup. 

Take a turn to setup with a 
successful Big Guns roll with 

a DC of 25. When setup your 

range increases to 600 ft. 

Magazine Size: 10 Epic 
Ammo: 40mm 

Cannot be used unless setup. 

Take a turn to setup with a 
successful Big Guns roll with 

a DC of 25. When setup your 

range increases to 600 ft. 
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Light Machine Guns (Two Handed 


[nose Yow I CC 


Rheinmetall Magazine Size: 30 Uncommon 
Ammo: 7.62 
Magazine Size: 50 Uncommon 
Ammo: .308 
Magazine Size: 50 Rare 
Ammo: 5.56 
Magazine Size: 50 Very Rare 
Ammo: 7.62 


Vi Min. 
Rockwell CZ53 Magazine Size: 120 Rare 
Minigun Ammo: 5.56 
Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 350 ft. 


Browning M2 Magazine Size: 100 Rare 
Minigun ne 
Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 450 ft. 
Magazine Size: 30 Very Rare 
Ammo: .223 
Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 350 ft. 


Avenger Magazine Size: 120 Very Rare 
Minigun Ammo: 5.56 

Take a turn to setup with a 

successful Big Guns roll with 

a DC of 25. When setup your 

range increases to 400 ft. 


Vindicator Magazine Size: 100 Very Rare 
Minigun Ammo: 4.7 
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Browning 
M2HB 


12500 | 7 


MEC Gauss 25000 | 10 3d12+21 
Minigun 


Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 300 ft. 


Magazine Size: 100 

Ammo: .50 

Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 450 ft. 


Magazine Size: 100 

Ammo: .50 

Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 600 ft. 


Magazine Size: 120 

Ammo: 2mm EC 

Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. When setup your 
range increases to 600 ft. 


Legendary 
Legendary 
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Mortars (Two Handed) 


(fw nose Yow [> TI CI 


M2 Portable 40000 | 5 N/A | N/A | Magazine Size: 1 Legendary 
Mortar Ammo: 60mm 

Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. The explosion 
radius is 75 ft from the center 
and everyone at 65 ft or 70 ft 
can roll an AGI-2 to avoid full 
damage. 
Can only be fired on the 
ground. 


M29 81mm | 50 | 45000 +50 875 |5 N/A | N/A | Magazine Size: 1 Legendary 
Portable Ammo: 81mm 

Mortar Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. The explosion 
radius is 90 ft from the center 
and everyone at 80 ft or 85 ft 
can roll an AGI-2 to avoid full 
damage. 
Can only be fired on the 
ground. 

M30 107mm 50000 | 7 +60 1000 | 5 N/A | N/A | Magazine Size: 1 Epic 
Portable Ammo: 107mm 

Mortar Take a turn to setup with a 
successful Big Guns roll with 
a DC of 25. The explosion 
radius is 120 ft from the 
center and everyone at 90 ft 
or 95 ft can roll an AGI-2 to 
avoid full damage. 
Can only be fired on the 
ground. 
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Rocket Launchers (Two Handed 


oe. ee eee ie 
Magazine Size: 1 Rare 
Ammo: Rocket 
Magazine Size: 1 Rare 
Ammo: Rocket 


RPG-7 | 15 
M72 LAW | 15 


Rockwell L72 
Rocket 
Launcher 


Magazine Size: 1 Very Rare 
Ammo: Rocket 


Broadsider | 40 | 4000 6d6+20 Magazine Size: 1 Legendary 
Ammo: Cannonball 
Normal Damage. 
+10 Concussive Damage. 


25 | 5000 Magazine Size: 1 Epic 
Ammo: Mini Nuke 
The mini nuke hits everything 
within 150 ft of the 
explosion. At 145 ft they 
must roll AGI-2 in order to 
evade. The blast gives off 50 
rads an hour while in it. 
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Wattz 1000 | 4 1400 


Laser Pistol 


Wattz 1600 
Laser Pistol 


Laser Rapid 
Capacitor 
Weapon 


Institute Pistol 


H&K 31415 
Laser Carbine 


Wattz 2000 
Laser Rifle 


PPK12 Gauss 4 


Min. 
3 
3 
4 
5 
Pistol 
5 


Gatling Laser 


Ener 


Weapons 


6d4+15 


5d4+15 


5d6+20 


6d6+20 


4d6+16 


6d6+60 


Te |e CE Yn 


N/A 


Magazine Size: 12 
Ammo: EC 
One Handed. 


Common 
Common 


Rare 


Legendary 
Legendary 


Very Rare 


Magazine Size: 15 
Ammo: EC 
One Handed. 


Magazine Size: 60 
Ammo: EC 

MFC variant uses 6d4+8. 
Can do up to a ten round 
burst. 

Two Handed. 


Magazine Size: 30 
Ammo: MFC 
Blue Laser Beam. 
One Handed. 


Magazine Size: 20 
Ammo: MFC 
Two Handed 


Magazine Size: 10 
Ammo: MFC 
Two Handed. 


Magazine Size: 12 
Ammo: ECP 
One Handed. 


Magazine Size: 50 

Ammo: MFC 

Counts as a Big Gun but 
requires a 25 in Energy 
Weapons or get a -25% Hit 
Chance. 

Burst Fire ranges from five to 
ten round burst. 

Two Handed. 


Magazine Size: 60 
Ammo: 2mm EC 
MFC variant uses 6d10+32. 
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Counts as a Big Gun but 
requires a 50 in Energy 
Weapons or get a -50% Hit 
Chance. 

Two Handed. 

AC: -25 

DR: -20 


Wattz 3120b | 13 | 9000 5d6+25 275 |5 N/A | Magazine Size: 25 Very Rare 
Laser Rifle Ammo: MFC 
Two Handed 


Institute Rifle | 10 | 10000 6d6+30 275 |5 N/A | Magazine Size: 20 Legendary 
Ammo: MFC 
Blue Laser Beam. 
Two Handed. 


Tesla Cannon | 20 | 15000 10d6+40 250 N/A | N/A | Magazine Size: 1 Epic 
Ammo: EPC 
Counts as a big Gun but 
requires a 50 in Energy 
Weapons or get a -50% Hit 
Chance. 
Two Handed. 
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Turbo Plasma 
Rifle 


YK32 Pulse 
Pistol 


Plasma 
Cannon 


10d4+10 


5d8+25 


10000 Fi 5d8+40 
12500 2412432 


16000 5410445 


Plasma 


pe pe ate Te pr Ge 


Plasma Pistol 


Plasma 
Defender 


Plasma Rifle 


Tesla Rifle 


Magazine Size: 16 
Ammo: EC 
One Handed. 


Rare 


Magazine Size: 32 
Ammo: EC 
One Handed. 


Magazine Size: 10 


Very Rare 
Ammo: PC 
Two Handed. 


Magazine Size: 5 Legendary 
Ammo: MFC 

The electrical discharges will 
chain if any target is within 5 
ft of anyone hit by this. This 
deals Plasma Damage and it 
can stun opponents by 25%. 
Damage dealt is not split. 
Everyone takes the same 
amount of damage. Can shut 
down robots. 

Two Handed. 


Epic 
Ammo: EC 
One Handed. 


Magazine Size: 5 Epic 
Ammo: PC 

Counts as a Big Gun but 
requires a 50 in Energy 
Weapons or get a -50% Hit 
Chance. 

Anything within 10 ft also 
takes damage. 

Roll AGI-3. If you succeed you 
take half damage. 

Two Handed. 
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Magazine Size: 10 
Ammo: PC 
Two Handed. 


Magazine Size:5 


Special 


ee ie [a C Tr 


Solar Scorcher | 5 2000 10d4+10 N/A | Magazine Size: 5 Legendary 
Ammo: Sunlight. 
Recharge magazine every 30 
seconds. 
One Handed. 
Laser Damage. 


5 2200 |3 5d4+5 75 5 N/A | N/A | Magazine Size: 5 
Ammo: EC 
Counts as a Small Gun and 
Energy Weapons. 10% 
Chance to stun a target for 
1d4 rounds. 
One Handed. 
Laser Damage. 


Alien Blaster | 2 20000 | 2 20d4+10 50 4 5 N/A | Magazine Size: 30 
Ammo: APC 
One Handed. 
Plasma Damage. 
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Melee Weapons 


Special Moves that don’t specify a targeted area can do targeted attacks but cost 1 AP more. 


Non Targeted Special Moves cost the same as a Targeted Attack. 
none || [nn 
Type: Dagger Common 
One Handed. 
Normal Damage. 


Type: Bludgeon Common 
SM: Stop Resisting- Can 

execute a Hold or Choke 

Hold with Melee Weapons. 

One Handed. 

Normal Damage. 

Type: Dagger Common 
One Handed. 

Normal Damage. 

Type: Bludgeon Common 
One Handed. 

Normal Damage. 


Type: Bludgeon Common 
SM: Dig Your Own Grave!- 

20% Chance to stun when 

targeting the head for one 

turn. 

Two Handed. 

Normal Damage. 

Type: Dagger Common 
SM: Tunnel Snakes Rule- 

Ignore DT and DR when 

aiming for the Neck. (Even if 

they’re armored) 

One Handed. 

Normal Damage. 


Type: Dagger Uncommon 
One Handed. 
Normal Damage. 


Type: Dagger Uncommon 
One Handed. 
Normal Damage. 
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1d4+2+MD 


ea) 


Throwing Knife | 1 


Police Baton 


1d6+MD 


1d6+MD 
1d4+6+MD 


ey 


Switchblade 


Combat Knife 


Sharpened 
Combat Knife 


1d8+2+MD 


1d10+3+MD 


©) 


1d8+3+MD 


One Handed. 
Normal Damage. 


1d8+4+MD Type: Bludgeon Common 
SM: Bird Down- When hitting 
a prone target, +25% Critical 
Hit Chance. 
Two Handed. 
Normal Damage. 


1d8+4+MD Type: Bludgeon Common 
SM: Hammer Time- Ignore 
DT and -20 DR and hit them 
where it hurts! 
One Handed. 
Normal Damage. 


1d8+4+MD Type: Spear Common 
Two Handed. 
Normal Damage. 

1d8+8+MD Type: Axe Common 
One Handed. 
Normal Damage. 

1d8+8+MD Type: Axe Common 
One Handed. 
Normal Damage. 

1d10+6+MD Type: Spear Uncommon 
Two Handed. 
Normal Damage. 

2d6+3+MD Type: Sword Uncommon 
One Handed. 
Normal Damage. 


1d8+15+MD Type: Bludgeon. Rare 
SM: Knockback- When 
targeting the chest, knock 
back opponent 5 ft back. 
Does not provoke an attack 
of opportunity. 
Two Handed. 
Normal Damage. 


1d12+4+MD Type: Sword Rare 
One Handed. 
Normal Damage. 

1d12+8+MD Type: Sword Rare 
SM: Bull Charge- When 
charging get a +15% Hit 
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Crowbar 


Claw Hammer 


Sharpened 
Spear 


w 
(©) 
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Sledgehammer 


Wakizashi 
Blade 


N 


A 


Machete 
Gladius 


Chance and +10% Critical 
Chance. 
One Handed. 
Normal Damage. 
Assaultron 1d12+8+MD N/A | Type: Sword 
Blade SM: Stealth Slash - When 
sneak attacking, get a -10% 
Hit Chance and a +15% 
Critical Chance. 
One Handed. 
Normal Damage. 
Hand-Held N/A | Type: Electricity 
Taser 25% + Damage Result against 
individual’s Electricity 
Resistance. If they fail they’re 
stunned for 1d2 turns. 
One Handed. 


Cattle Prod 4d4+8+MD 5 N/A | Type: Bludgeon 
Biological critters hit have a 
50% chance of being 
knocked unconscious. Hit or 
miss it uses a charge. 20 
charges of Energy Cells. 
One Handed. 
Normal Damage. 
N/A | Type: Bludgeon Very Rare 
Biological critters hit have a 
75% chance of being 
knocked unconscious for one 
turn. Hit or miss it uses a 
charge. 20 charges of Energy 
Cells. Two Handed. 
One Handed. 
Normal Damage. 
N/ 


A | Type: Dagger Rare 
30 charges of Energy Cells. 
One Handed. 
Normal Damage. 

N/A | Type: Sword Rare 
Two Handed. 
Normal Damage. 


N/A | Type: Sword Rare 
Two Handed. 
Normal Damage. 


n/a |7 Type: Bludgeon Legendary 
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Ripper 2d10+12+ 5 
MD 
e a | 
_ 


Hr 
Super Cattle | 3 4d4+16+MD |5 3 4 
Prod 

ai 
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Chainsaw | 15 | 2000 3d10+24+ 
MD 


Bumper Sword 2000 4d6+10+MD 
Super | 12 | 3000 6d4+20+MD 
Sledgehammer 


Verti-Claymore 6d6+15+MD 


Gun Melee N/A 1d8+6+MD 
Attack 


SM: Homerun!- When 
targeting the head, get a 
+30% Critical Chance Bonus. 
Hardwood. Rarely found as 
steel or other metal alloy. 
Two Handed. 

Normal Damage. 


Type: Axe 

Normal chainsaws require 
ethanol and has to be 
scrounge up. A tank can last 
you 20 attacks. 

Electrical chainsaws have a 
rechargeable battery that 
holds 25 charges of Energy 
Cell. 

Two Handed. 

Normal Damage. 


Type: Sword 

A massive two ended blade 
from a bumper, flattened and 
sharpened with a bumper 
stick on the side. Perfect for 
your battle ready Super 
Mutant. 

Two Handed. 

Normal Damage. 


Type: Bludgeon 

SM: Knockback- When 
targeting the chest, knock 
back opponent 15 ft back. 
Does not provoke an attack 
of opportunity. 

Normal Damage. 


Type: Sword 
Two Handed. 
Normal Damage. 


Type: Bludgeon 
Normal Damage. 


Legendary 


Legendary 
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Shields 
Shields are unique and in their ability to give the player some cover and increase AC. They have 
their own Successful Hits bar and condition marks. For attacking purposes this is considered a 


Melee weapon. The shield however is only in one direction. GM discretion is advised on angle 
shots if the shield is in the way. 


Medium 
Shield 
Large Shield 


I I DCI O 
3 4 N/A 


Type: Bludgeon Common 
Successful Hits: 5 
Cover Penalty: -15% 
Armor Class: 5 
One Handed 
Normal Damage. 
1d10+MD 5 5 Type: Bludgeon Common 
Successful Hits: 10 
Cover Penalty: -25% 
Armor Class: 10 
One Handed 
Normal Damage. 
1d12+MD 5 Type: Bludgeon Uncommon 
Successful Hits: 15 
Cover Penalty: -50% 
Armor Class: 20 
One Handed 
Normal Damage. 
1d10+MD 5 Type: Bludgeon Rare 
Successful Hits: 20 
Cover Penalty: -50% 
Armor Class: 30 
One Handed 
Normal Damage. 


4 1d6+MD 


5 
5 
5 
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Small Guns 


Pistols (One Handed) 


Light 
Crossbow 


Magazine Size: 1 Common 
Ammo: Bolt 

Magazine Size: Common 
Ammo: Varies 

Magazine Size: Common 
Ammo: 9mm 

Magazine Size: Common 
Ammo: 10mm 

Magazine Size: Common 
Ammo: 9mm 

Magazine Size: Common 
Ammo: .38 

Magazine Size: 9 Uncommon 
Ammo: .32 ACP .380 ACP 

Magazine Size: 7 Uncommon 
Ammo: .45 

Magazine Size: 6 Uncommon 
Ammo: .357 

Magazine Size: 6 Uncommon 
Ammo: .44 


Magazine Size: 9 (.357) Rare 
Magazine Size: 8 (.44) 
Magazine Size: 7 (.50) 
Ammo: .357 .44 .50 
Magazine Size: 7 Rare 
Ammo: 9mm 
Magazine Size: 6 Very Rare 
Ammo: 14mm 
Magazine Size: 10 Rare 
Ammo: HN Needler 
Magazine Size: 5 Legendary 
Ammo: .223 
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e 
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Handmade 
Pistol 


10mm Pistol 


N 
(Cn 


Browning HP 
Pistol 


.38 Snub Nose 
Revolver 


Walther PPK 
Colt M1911A1 


+ + + + + + + 
o N un N D D D 
DE 


Vi 
2 
1 
2 
2 
2 
2 
3 


ial 


00 
00 
00 
50 
75 
00 
00 
00 
00 
50 
00 

0 


.357 Revolver 
.44 Magnum 


Desert Eagle 


14mm Pistol 


Needler Pistol 


+ 
(Col 


1500 


1100 
1200 


4 
4 
4 
4 


+ 
7 


Min. 
5 
3 
3 
3 
3 
2 
3 
5 
5 
5 
3 
5 
3 
5 


Submachine Guns (One Handed 


Value 


Magazine Size: 30 Common 
Ammo: 9mm 

1100 Magazine Size: Common 
Ammo: 10mm 

1200 Magazine Size: Uncommon 
Ammo: .45 
Two Handed. 


Thompson 
SMG 


Hudson 
Grease on 


Steyr AUG 


1750 Magazine Size: Rare 
Ammo: .45 
Magazine Size: Rare 
Ammo: 5.56 
2500 Magazine Size: Very Rare 
Ammo: 5.7 


TEC-9 1200 Magazine Size: Varies in Tens | Uncommon 
up to 50 
Ammo: 9mm 
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M4 Carbine 
FN SCAR 


Enfield XL70E3 


H&K G11 


Value 


2500 
3000 
8000 


Min. ST 


Assault Rifles (Two Handed 


ms p p pe CA 


N 
N 
(Cai 


Magazine Size: 20 
Ammo: 7.62 


Magazine Size: 30 
Ammo: 7.62 


Magazine Size: 24 
Ammo: 5.56 


Magazine Size: 30 
Ammo: 5.45 


Magazine Size: 20 
Ammo: 7.62 5.56 


Magazine Size: 20 
Ammo: 5.56 


Magazine Size: 
Ammo: 5.56 


Magazine Size: 
Ammo: 5.56 


Magazine Size: 
Ammo: 5.56 


Magazine Size: 
SCAR-L: 5.56 
SCAR-H: 7.62 


Magazine Size: 
Ammo: 5.56 


Magazine Size: 
Ammo: 4.7 


Legendary 
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Rifles (Two Handed) 


= 


Magazine Size: 100 Common 
Ammo: BB 

Magazine Size: Common 
Ammo: Varies 

Magazine Size: Common 
Ammo: Bolt 

Magazine Size: Common 
Ammo: 7.62 

Magazine Size: Common 
Ammo: 7.62 

Magazine Size: 5 Uncommon 
Ammo: 7.62 .308 

Magazine Size: 8 Uncommon 
Ammo: 7.62 

Magazine Size: 10 Uncommon 
Ammo: .223 .308 

Magazine Size: 1 Rare 
Ammo: Spear 


Magazine Size: 30 Legendary 
Ammo: .45 

Every shot deals 15 

Radiation. 

Magazine Size: 10 Rare 
Ammo: 7.62 

Magazine Size: 6 Rare 
Ammo: .223 .308 

Magazine Size: 20 Very Rare 
Ammo: 7.62 


Magazine Size: 20 Very Rare 
Ammo: 7.62 

Can burst fire like an Assault 

Rifle 

Magazine Slze: 100 Very Rare 
Ammo: BB 
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+ 
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+ + + + + + 
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Pipe Rifle 


Heavy 
Crossbow 


M1 Garand 
Rifle 


1400 


Radium Rifle 2000 


SVD-4000 2400 

DKS-501 2500 
Sniper Rifle 

PSG1 Sniper 2500 
Rifle 


G3 Battle Rifle 2600 


Red Ryder BB | 5 3500 
Gun 


+ 
k 


WACP Rifle 4000 N/A | Magazine Size: 5 
Ammo: .338 Lapua 
Every 150 range, -10 Hit 
Chance up to 1750 meters. 
Must be prone. 


Railway Rifle 4500 N/A | Magazine Size: 10 Legendary 
Ammo: Railway Spike 
Ignores Limb Resistance 
except for Power Armor. 


Shotguns (Two Handed) 


[pe [e e [ome e e TE Je [omen Toe 
N/A | Magazine Size: 2 Common 
Ammo: 12 Gauge 
Sawed-off 5 N/A | Magazine Size: 2 Common 
Winchester Ammo: 12 Gauge 
One Handed 
Pump Action 4 5 N/A | Magazine Size: 4 Uncommon 
Shotgun Ammo: 12 Gauge 
Magazine Size: 6 Rare 
Ammo: 12 Gauge 
Can only do up to a three 
round burst. 
Magazine Size: 12 Rare 
Ammo: 12 Gauge 
Can only do up to a three 
round burst. 


Combat 
Shotgun 


Pancor 
Jackhammer 


H&K CAWS Magazine Size: 10 Very Rare 
Ammo: 12 Gauge. 
Can do up to a five round 
burst. 
Magazine Size: 10 Legendary 
Ammo: 12 Gauge 
Can do up to a five round 
burst. 


89 


Throwing 
Knife 


Sharpened 
Spear 


Molotov 
Cocktail 


Flash Grenade 


Smoke 
Grenade 


Pipe Bomb 


Throwing Weapons 


I O [> peee Yo 


1d4+MD N/A | Normal Damage Common 
Add ST x 5 to the Range. 


N/A | N/A | If successful, the bola wraps | Common 
around the target and knocks 
them down prone. They're 
immobile until they succeed 
a ST-2 check to break free. 
Add ST x 5 to the Range. 


1d4+2+MD N/A | Normal Damage Common 
Add your ST x 5 to the Range. 


1d4+2+MD 5 [wal Normal Damage 


1d8+2+MD N/A | Normal Damage Common 
Add ST x 5 to the Range. 

1d10+3+ MD N/A | Normal Damage Uncommon 
Add ST x 5 to the Range. 

4d4+5 N/A | N/A | Fire Damage Common 
Add ST x 5 to the Range. 


1 N/A | N/A | Anyone facing a flash Rare 
grenade who doesn’t know 
to look away will suffer 
blindness for 1d10 rounds 
after it explodes. Anything 
within two spaces is also 
subject to 1d6 of concussion 
damage. To evade roll AG -1. 
No Damage 
Add ST x 5 to the Range. 

TET 


N/A | N/A | One Handed Rare 
Anything 20 ft away starts 
choking, coughing and 
they’re blinded for 1d10 
rounds. 
Doesn’t work on non 
biological creatures. 
Add ST x 5 to the Range. 


N/A | N/A | Anything 5 ft away from the Uncommon 
center also takes damage, 
and they also take 1d6 
concussion damage. Land 
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1 


f 


Fragmentation 
Grenade/ 
Landmine 


Incendiary 
Grenade/ 
Landmine 


Pulse 
Grenade/ 
Landmine 


i 
i 


7 


based dynamite traps deal 
the same damage but 
requires a successful Traps 
roll DC check of 20%. Roll AG 
-1. If you succeed to take half 
damage. If you fail you take 
full damage. 

Add ST x 5 to the Range. 
Anything 5 ft away from the Uncommon 
center also takes damage, 
and they also take 1d6 
concussion damage. Land 
based dynamite traps deal 
the same damage but 
requires a successful Traps 
roll DC check of 20%. Roll AG 
-1. If you succeed to take half 
damage. If you fail you take 
full damage. 

Add ST x 5 to the Range. 
Anything within 10 ft of the Rare 
explosion also suffers 
damage, and they also take 
1d6 concussion damage. 
Landmines deal the same 
damage but requires a 
successful Traps roll DC check 
of 25%. Roll AG -2. If you 
succeed to take half damage. 
Add ST x 5 to the Range. 
Anything within 15 ft spaces | Very Rare 
of the explosion also suffers 
damage, and they also take 
1d6 concussion damage. 
Landmines deal the same 
damage but requires a 
successful Traps roll DC check 
of 30%. Roll AG -3. If you 
succeed to take half damage. 
If you fail you take full 
damage. 

Add ST x 5 to the Range. 


Any non-biological critters Very Rare 
within 10 ft of the explosion 
are affected by the blast. 
Even Power Armor can be 
affected by this. If hit by one, 
the suit will lock and they’ll 
have to take a turn to 
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Plasma 


Grenade/ 
Landmine 


. i 


manually exit. Landmines 
deal the same damage but 
requires a successful Traps 
roll DC check of 35%. Roll AG 
-3. If you succeed you take 
no damage. 

Add ST x 5 to the Range. 


Anything within 10 ft of the 
explosion also suffers 
damage, and they also take 
1d6 concussion damage. 
Landmines deal the same 
damage but requires a 
successful Traps roll DC check 
of 40%. Roll AG -4. If you 
succeed to take half damage. 
Add ST x 5 to the Range. 


Legendary 
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Unarmed Weapons 


Normal Damage. 


Normal Damage. Common 
Super Mutants can’t use this. 

1d6+4+MD Normal Damage. Uncommon 
Super Mutants can’t use this. 

1d2+MD Normal Damage. Common 
Super Mutants can’t use this. 

1d4+1+MD Normal Damage. Uncommon 
Super Mutants can’t use this. 

1d8+4+MD Normal Damage. Uncommon 
Super Mutants can’t use this. 


3d4+4+MD Normal Damage. Rare 
Only Super Mutants can use 
this. 
Ballistic Fist 2d4+1+MD Normal Damage. Rare 
(+Ammo) 2 shotgun shells in the 
chamber. Reload is 1 AP. 
Super Mutants can’t use this. 


Brass Knuckles 


Spiked 
Knuckles 


me 
©) 


Boxing Gloves 


N 
jo) 


Plated Boxing 
Gloves 


Punch Dagger 


Mutant Punch 
Dagger 


Mutant 
Ballistic Fist 


3d4+2+MD Normal Damage. Rare 
(+Ammo) 2 shotgun shells in the 
chamber. Reload is 1 AP. 
Only Super Mutants can use 
this. 
4d4+20+MD | 5 Cannot do any grab action Very Rare 
while wearing it. Cannot 
execute Hold, Choke Hold, or 
Disarm. Cannot be used 
while in power armor. 
Normal Damage. 


5d4+15+MD | 5 Cannot do any grab action Very Rare 
while wearing it. Cannot 
execute Hold, Choke Hold, or 
Disarm. Cannot be used 
while in power armor. 
Normal Damage. 


5d4+20+MD | 5 Cannot do any grab action Legendary 
while wearing it. Cannot 
execute Hold and Choke 


Yao Guai 
Gauntlet 


Deathclaw 
Gauntlet 


E E 


Displacer 
Glove 


Mega Power 
Fist 


T 7 


Hold. Cannot be used while 
in power armor. 
Normal Damage. 


Normal Damage. 

25% Chance to stun for one 
turn with Electricity. 

50% Chance to stun a robot 
or power armor. 


Cannot do any grab action Legendary 
while wearing it. Cannot 

execute Hold, Choke Hold, or 

Disarm. Cannot be used 

while in power armor. 

Normal Damage. 
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Ammo Chart 


Weight 

Each bullet, aside from arrows, bolts, darts, spears, and bbs, each has a weight of 0.1 Ibs. You 
need the clip in order to fire the gun. Keep track of extended mags, revolver speed loaders, etc. 
The prices go according to a single round, except for the Energy Cell and Microfusion Cell. 


Clips for weapons cost the same as the max bullets it can fire before it reloads. AP in this section 


stands for Armor Piercing. 
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Ammunition List 


ARROWS 


me [oe 
: 
Bodkin Arrow | 10 


DT 


1d10 Normal Hooks into target. If Uncommon 
removed forcefully the target 
takes 1d10 True Damage. 


oc 
of 


-10 


-10 


Broadhead Arrow | 5 


Bullet Point Arrow 
Field Point Arrow 


Fishing Arrow | 5 


Incendiary Arrow | 5 


Explosive Arrow | 50 


BULLETS 


5d4+10 Plasma Modify ECP, EC, MFC, PC, or Very Rare 
2mm to the arrow tip. 


A 


a 
Je 
ma 


Cc 
-10 
1 
1 
1 
1 


.308 AP 


om 


6 

d6 
A 
.357 | 3 
fe 
.380 ACP | 1 0 | 


[ie [own [noe deo 
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~ 


3 


-44 AP | 4 


.45 Caliber | 2 


4.7mm Caseless | 5 


0 
00 
150 
1 
5.7mm JHP 
5.7mm AP | 2 
7.62 | 4 
7.62 AP | 5 
7.65 | 4 
7.65 AP | 5 
1 
1 
1 


ED 
be 
2 | 
ee 
Ea 
E 
E 
a 
E 
9mm Ball ca 
10mm JHP | 1 
10mm AP | 1 
14mm JHP | 20 


14mm AP | 30 


ESA 


aE 
Ri 


0 
0 
5 


-5 
5 


-20 


of 


-20 


3d6 


Normal 


Normal 
Normal 
Normal 
Normal 
Normal 


Normal 
Normal 


Normal 
Normal 
Normal 
Normal 
Normal 
Normal 
Normal 


Normal 


2d4 Normal 


5d10 Normal 


None 


Ignore DT 


None 


None 


Ignore DT 


None 


None 
None 


None 


= = = = 
Q Q Q Q 
3 3 3 3 
9 S S S 
ib) ib) (g>) fay) 
©) ©) O O 
3 + 3 3 


Ignore DT 
None 
None O 


None 


Ignore DT 


Uncommon 
Uncommon 


fs fw [nono CN 


Legendary 
Epic 
Legendary 
Common 
Common 
Common 
Common 
Common 
Uncommon 
Uncommon 
Common 
Common 
Common 
Common 
Common 
Common 
Common 
Common 
Common 
Very Rare 


Very Rare 
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ENERGY 


ae i [pe [or [ow ome [oon 


Alien Power Cell | ??? Plasma It’s out of this world! 
(APC) 
Electron Charge Laser None Very Rare 
Pack (ECP) 


Energy Cell (EC) so fo jo fo Jo | taser/Plasma | Laser/Plasma fone o | | common | 


Microfusion Cell | 100 Laser None Uncommon 
(MFC) 
Plasma Cartridge | 500 Plasma None Rare 
(PC) 


2mm Laser None Very Rare 
Electromagnetic 
Cartridge (2mm) 


EXPLOSIVES 


poe e [oe or fv [oom 


40mm Frag 2d12+20 Explosive Anything within 5 ft of the Rare 
Grenade explosion also suffers 
damage, and take an 
additional 1d6 concussion 
damage. Roll AG -1. If you 
succeed to take half damage. 
40mm Plasma 5d10+40 Plasma Anything within 10 ft of the Very Rare 
Grenade explosion also suffers 
damage, and take an 
additional 1d6 concussion 
damage. Roll AG -3. If you 
succeed to take half damage. 


Rocket (AP) 


Rocket (Explosive) Explosive Anything within 15 ft of the Rare 
explosion also suffers 
damage, and take an 
additional 1d6 concussion 
damage. Roll AG -2. If you 
succeed to take half damage. 


Explosive Anything within 10 ft of the Very Rare 
explosion also suffers 
damage, and anything within 
takes 1d6 concussion 
damage. Roll AG -2. If you 
succeed to take half damage. 


o E | dea si 


Rocket (Plasma) | 4000 -10 | 6d8 Plasma Anything within 20 ft of the Very Rare 
explosion also suffers 
damage, and take an 
additional 1d6 concussion 
damage.. Roll AG -3. If you 
succeed to take half damage. 


em [o [oo [isa Yeo [serene [e 
sims [o [oo sno Jeni [ano emer [eer 
[atta [nw [o o |o [onos [emer [eve 
[ie [nw [20] [ono peme [oreore eve 


SHELLS 


[sane [se [ear [ow [onto ome |a e 


12 Gauge 2d10 Normal None Common 
Buckshot 
— ea ene ma [ier = 
“e Ba 


SPECIAL 


mo [we [or [ow | ore [emma [on e 
eli [o fo (o [i owned 
Pome [o fo (o [i [ume [re [emme 
[sli Jo fo o [io [ronson 
[Gna po To |a [o [ato [rome [som oree 
[nese fo [o o fo se [uma wear [une 
ee ee 
Reem 10 faao | 3d10 Fire | [None | Rare | 


Flamer Plasma | 3000 -10 | 5d10+40 Plasma None Very Rare 
Pack 
Flamer Gas Pack [5000 | dei Varies Damage | Damage depends on Poison | on Poison [Very Rare | Rare 
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Armor 


Fallout has a wide variety of armor to loot off the dead bodies you find. Armor can be worn by 


anyone and its highly recommend you put some on or you'll end up dead very quickly. 


As shown below, armor has value for it can be bought in the shops. The Armor Class from the 
armor is added with your Agility to create your Total Armor Class. Damage Threshold (DT) and 
Damage Resistance (DR) are set as DT/DR in correspondence to the damage. Refer to the 
Combat and AP Cost Section on determining the equation for damage and how the Total Armor 
Class is applied. The max Damage Resistance anyone can have is 90%. For more details on armor 


descriptions and their appearances, refer to the Fallout wikia. 


Normal Damage: N Successful Hits: S 

Laser Damage: L Electrical Resistance: ER 
Fire Damage: F Radiation Resistance: RR 
Plasma Damage: P Gas Resistance: GR 
Explosion Damage: Ex Poison Resistance: PR 


ec 
wees ee 
CC 


Ex: 0/10 Ex: 0/30 


Resistance | ER:0% RR:0% ER: 40% RR:0% ER: 0% RR: 0% ER: 60% RR: 0% 
GR: 0% PR: 0% GR: 0% PR:0% GR: 0% PR: 0% GR: 0% PR:0% 


Description | Can wear armor Can wear armor Can wear armor 
over it. over it. over it. 
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B.O.S. Uniform Radiation Suit Enclave Officer Leather Jacket 
Uniform 


O I a 


Ex: 0/20 Ex: 0/10 Ex: 0/20 Ex: 0/20 


Resistance | ER:50% RR:0% ER: 20% RR: 100% ER: 50% RR: 0% ER: 30% RR:0% 
GR: 0% PR:0% GR: 100% PR: 0% GR: 0% PR:0% GR: 0% PR:0% 


Description | Can wear armor Sneak: -30% Can wear armor Tunnel Snakes Rule! 
over it. Can’t wear over over it. 


Metal Armor. Can’t 
wear a helmet. 


ee _ |__| _ 
QC N CE O 
I C I CI 


Ex: 0/20 Ex: 1/20 Ex: 2/30 Ex: 3/30 


Resistance | ER:50% RR:0% ER:30% RR:0% ER: 20% RR:0% ER: 10% RR:0% 
GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% 
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i PER Leather Armor MK Il cala Armor MK N.C.R. Soldier 
Armor 


ES I C 


Resistance | ER:30% RR:0% ER: 40% RR: 0% ER:50% RR: 0% ER: 40% RR:0% 
GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% 


me [penae mr _| i _| tor 
O I CI CR CI 


Ex: 3/30 Ex: 4/25 Ex: 4/30 Ex: 4/40 


Resistance | ER: 10% RR:0% ER:0% RR:0% ER:0% RR:0% ER:0% RR:0% 
GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% 


Description | N/A Sneak: -20% Sneak: -30% Sneak: -40% 
Limb Resistance: +1 Limb Resistance: +2 Limb Resistance: +3 
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Vault Security Tesla Armor Kevlar Armor 
Armor 


2000 4500 5000 6000 
ES fs fe 


L: 19/90 
F: 4/10 
P: 10/80 
Ex: 3/20 Ex: 4/20 Ex: 3/20 Ex: 10/60 


Resistance | ER: 20% RR:0% ER: 80% RR: 0% ER: 40% RR: 0% ER: 30% RR: 0% 
GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% 


Description | Limb Resistance: +2 Limb Resistance: +4 Limb Resistance: +3 Sneak: -20% 
Limb Resistance: +2 


ee __ |a cn 
I I CI CR 


Ex: 1/25 Ex: 4/25 Ex: 5/30 Ex: 6/40 


Resistance | ER:20% RR:0% ER:0% RR:0% ER:0% RR:0% ER: 40% RR: 20% 
GR: 0% PR:0% GR: 0%  PR:0% GR: 0%  PR:0% GR: 0% PR:0% 


Description | Only Super Mutants | Limb Resistance: +2 Limb Resistance: +3 Sneak: +20% 
can wear this armor. | Only Super Mutants | Only Super Mutants | Limb Resistance: +2 
can wear this armor. | can wear this armor. 
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Combat Armor MK I | Combat Armor MK II | Combat Armor MK Combat Armor MK 


6000 7000 8000 9500 
E O I I 


Ex: 6/40 Ex: 7/40 Ex: 8/40 Ex: 9/45 


Resistance | ER:50% RR: 20% ER:55% RR: 20% ER: 60% RR: 20% ER: 60% RR: 20% 
GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% GR: 0% PR:0% 


Limb Resistance: +3 Limb Resistance: +4 Limb Resistance: +5 Limb Resistance: +6 


i Ce Advanced Riot Gear | Environmental Environmental 
Armor MK | Armor MK Il 


N: 7/40 N: 8/40 N: 5/40 N: 6/40 
L: 8/50 L: 9/60 L: 5/50 L: 6/60 
F: 6/30 F: 7/40 F: 4/40 F: 5/40 
P: 5/40 P: 6/40 P: 5/50 P: 6/60 
Ex: 8/40 Ex: 10/50 Ex: 6/40 Ex: 9/45 


Resistance | ER:55% RR: 0% ER: 65% RR: 0% ER: 45% RR: 100% ER: 55% RR: 100% 
GR:0% PR: 0% GR: 0% PR: 0% GR:100% PR: 0% GR:100% PR: 0% 


Description | Limb Resistance: +4 Limb Resistance: +6 Sneak: -50% Sneak: -50% 
Doctor, Lockpick, Doctor, Lockpick, 
Sleight of Hand, Sleight of Hand, 
Repair: -10% Repair: -10% 
Limb Resistance: +2 Limb Resistance: +4 
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N: 10/50 : N: 10/40 
L: 12/60 : L: 13/70 
F: 9/50 : F: 8/40 
P: 8/50 È P: 7/20 
Ex: 12/60 Ex: 14/30 


Resistance | ER:40% RR:20% ER:50% RR:50% ER:0% RR:45% ER:0% RR:50% 
GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% GR:0% PR:0% 


Description | Variants: Desert, Limb Resistance: +8 Limb Resistance: +1 Limb Resistance: +5 
Forest, Urban, and Sneak: -50% 
Winter. Terrain ST: +1 
related to armor 


gives +50% to Sneak. 
Limb Resistance: +4 


re [mea [mae 
mo o 


N: 5/40 N: 9/50 
L: 7/50 L: 8/70 
F: 4/30 F: 8/50 
P: 4/40 P: 7/60 
Ex: 5/40 Ex: 8/40 


Resistance | ER:60% RR:30% ER: 70% RR:30% 
GR: 0% PR:0% GR: 0% PR:0% 


Built in Stealth Boy. Limb Resistance: +5 
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Helmets 


Helmets typically come with the armor but from time to time you need to scavenge your own. 


They protection to what’s most important, your head and eyes. 


a Metal Helmet Combat Helmet Advanced Combat Flak Jacket Helmet 
Helmet 


Rarity | Common Uncommon Rare Rare 


Cow O COSO AE 


Description | Ignore 1 Targeted Ignore 2 Targeted Ignore 3 Targeted Ignore 5 Targeted 
Headshot. Headshot. Headshot. Headshot. 
+5 AC to the Head +10 AC to the Head +15 AC to the Head +10 AC to the Head 
and Eyes. and Eyes. and Eyes. and Eyes. 
Immune to flash 
bangs. 


_ = Riot Helmet Advanced Riot Assaultron Helmet Sentry Bot Helmet 
Helmet 


Description | Ignore 8 Targeted Ignore 10 Targeted Ignore 5 Targeted Ignore 8 Targeted 
Headshot. Headshot. Headshot. When out | Headshot. 
+10 AC to the Head +20 AC to the Head of combat, the front | +30 AC to Head and 
and Eyes. and Eyes. will open, but when | Eyes. 
GR: 100% Night Vision in combat it’Il close 
GR: 100% and protect the 
eyes. +20 AC to 
Head and Eyes when 
helmet closes. 
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Vault Security Marine Helmet 
Helmet 


TE E CO O 
e SE 


Description | GR: 100% Ignore 10 Targeted Ignore 8 Targeted Ignore 10 Targeted 
Headshot. Headshot. Headshot. 
+30 AC to the Head +20 AC to the Head +30 AC to the Head 
and Eyes. and Eyes. and Eyes. 
Variants: Desert, Immune to Immune to 
Forest, Urban, and Flashbangs. Flashbangs. 
Winter. Night Vision 
GR: 100% GR: 100% 
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Power Armor 


Naturally, Power Armor adds additional damage to your punches and kicks. The damage is 
3d4+9+MD and the AP is the same as a normal Fist and Feet attack. Your size counts as a large 
except for the Salvaged Power Armor. Power Armor can surpass maximum SPECIAL stats while 
in them. Power Armor requires an Exo Suit and a Fusion Core in order to function. While in 
Combat, it takes an entire turn to enter or exit from Power Armor. Even though Super Mutants 
and Robots can’t wear Power Armor, they can still benefit from from its pieces. If you can find 
Blacksmith with the knowledge, your caps, and time to modify Power Armor, it can be done. You 
cannot wear armor while in power armor except for clothes and undersuits such as Vault-Tec 
Jumpsuits or B.O.S. Uniform. Sadly for Power Armor you need to be trained in wearing the Exo 
Suit. Only an individual with the Medium Size category can enter the Exo Suit. Training would 


take a few days of downtime with an expert, but by yourself it may take a week. 


me rin Tur 
CO I 


N: 10/30 N: 12/30 
L: 15/70 L: 16/70 
F: 9/50 F: 10/60 


P: 7/40 P: 11/45 
Ex: 15/40 Ex: 18/40 


Resistance | ER: -20% RR: 25% ER: -30% RR: 30% 
GR: 100% PR: 0% GR: 100% PR: 0% 


Description | Sneak: -50% Strength: +3 
Lockpick and Sleight of Hand: -10% Sneak: -75% 
Limb Resistance: +5 Lockpick and Sleight of Hand: -10% 
Doesn’t require a fusion core. Limb Resistance: +8 
Doesn’t require an Exo Suit. 
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ane 7 
Pesan 


N: 12/40 
L: 18/80 
F: 12/60 
P: 10/40 
Ex: 20/50 


N: 13/50 
L: 19/90 
F: 14/70 
P: 13/50 
Ex: 20/60 


Resistance | ER: -50% RR: 30% 
GR: 100% PR: 0% 


Description | Strength: +3 
Sneak: -75% 


Lockpick and Sleight of Hand: -10% 


Limb Resistance: +10 


ER: -60% RR: 30% 
GR: 100% PR: 0% 


Strength: +3 

Sneak: -75% 

Lockpick and Sleight of Hand: -10% 
Limb Resistance: +20 


ane pae oti 
CO I 


N: 14/60 
L: 19/90 
F: 15/60 
P: 14/50 
Ex: 20/60 


N: 15/55 
L: 19/90 
F: 16/70 
P: 15/60 
Ex: 20/65 


Resistance | ER: -70% RR: 30% 
GR: 100% PR: 0% 


Description | Strength: +3 
Sneak: -75% 


Lockpick and Sleight of Hand: -10% 


Limb Resistance: +25 


ER: -65% RR: 60% 
GR: 100% PR: 0% 


Strength: +3 

Sneak: -75% 

Lockpick and Sleight of Hand: -10% 
Limb Resistance: +30 
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rane rr Tur 
CONI 


N: 18/60 
L: 19/90 
F: 16/70 
P: 18/60 
Ex: 20/70 


N: 17/60 
L: 19/90 
F: 19/90 
P: 17/60 
Ex: 20/70 


Resistance | ER: -70% RR: 75% 
GR: 100% PR: 0% 


Description | Strength: +3 
Sneak: -75% 


Lockpick and Sleight of Hand: -10% 


Limb Resistance: +35 


ER: -60% RR: 80% 
GR: 100% PR: 0% 


Strength: +4 

Sneak: -75% 

Lockpick and Sleight of Hand: -10% 
Limb Resistance: +40 


ee 
CO I 


N: 13/40 
L: 15/60 
F: 8/70 
P: 10/40 
Ex: 20/50 


N: 19/70 
L: 19/90 
F: 17/90 
P: 18/60 
Ex: 22/70 


Resistance | ER: -70% RR: 75% 
GR: 100% PR: 0% 


Description | Strength: +4 
Sneak: -75% 


Lockpick and Sleight of Hand: -10% 


Limb Resistance: +20 
Carry Weight: +100 


ER: -60% RR: 100% 
GR: 100% PR: 0% 


Strength: +4 

Sneak: -75% 

Lockpick and Sleight of Hand: -10% 
Limb Resistance: +40 
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Modifications 


Modifications are a small upgrade that is interchangeable among a wide variety of weapons. 


Most mods are specific to the type of weapon. 


Archery Mods 


Apply (ST x 5) + 10 ft to the Range modifier and increase the damage by 5. Rare 
Can found as a Short or Long Bow. 
Add Strength to Damage modifier of arrow damage. Does not apply to Rare 
Explosive and Incendiary Arrows. Comes in sets of ten. 
Apply (ST x 5) ft to Range Table modifier and increase damage by 10. Can be | Very Rare 
found as a Short or Long Bow. 
Attach to an arrow and shoot it. The grapple arrow will stick to almost every | Rare 
surface. Tip: Attach a rope to it first. 

Energy Weapon Mods 


1 2000 | Attach to a Laser Rifle or Laser Pistol. Ignores DT and DR -20. 


Beam Splitter | 2 2500 | Attach a Duo or Tri-Beam to your Laser Rifle. You’ll only be able to fire a Very Rare 
burst depending on which one attached and it works the same way as 
Overwatch in range. You can also shoot all the beams at one person. Each 
beam costs a charge even if it splits. Can’t do Targeted Shots and you don’t 
get the penalty from burst firing. Cannot be attached to Big Gun Energy 
Weapons. 


Alloy Bow 


(N 
©) 


Carbon Arrow 
Shafts 


Composite 
Bow 
Grapple 
Arrow 


| 
Longer Barrel | 2 


3000 | Attach a powerful but short distance beam that doubles Laser Damage, but Legendary 
your range is only 100 ft. Can shoot through wood easily. Weapon must be 
modified for this attachment and it can only fire six charges before reload. 
Cannot be attached to Big Gun Energy Weapons. 


2500 | There are two versions. One is for Laser Weapons and the other for Plasma. Rare 
Both have the same effect which their base range is 500 ft. with no 
Penalties. Cannot be attached to Big Gun Energy Weapons. 
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Extended 
Magazine 


Grenade 
Launcher 


Jungle Taped 
Magazines 


Laser Sight 
Muzzle Brake 


Rechambering 


Recoil 
Dampener 


Speed Loader 


Tripod/Pintle 
Mount 
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Gun Mods 


-10% per shot for Burst Shot. Extends range by 250 ft. Must be prone or have | Uncommon 
something to prop it on. This is only for Big Guns and Assault Rifles. 

+5% Hit Chance and increase range by 150 ft. Any Small Gun except Uncommon 
Revolvers. 
Twice the amount of ammo and the weapon is less concealable. For the Rare 
price it’s double the magazine of the weapon. Does not work with Revolvers. 
+20% Hit Chance but must use both hands. Assault Rifles, Rifles, and Rare 
Submachine Guns. 
Attach a small grenade launcher attachment to your weapon. Roll your Small | Very Rare 
Guns with a penalty of -20% Hit Chance. Only for Assault Rifles. Loads one 
40mm. Reload is the same as if it was a Big Gun. M79 Grenade Rifle Stats. 
Tape two magazines together. Take one less AP for first reload. Second is Uncommon 
normal. 
Only for Pistols and SMGs. Removes the 1 AP increase for Targeted Shot and | Rare 
reduces their to hit penalties by 20%. 
+10% Hit Chance per shot for Burst Shot. The downside is the detection Uncommon 
range for enemies hearing you is doubled. For Assault Rifle. 
Can be used to rechamber a weapon's ammo. Have common sense. No 9mm | Legendary 
to .50 Caliber. No Rebecca, you can’t rechamber your Decaf to .308 either. 
GM Discretion. 
+20% Hit Chance but increase the weight by 10 and the STR by 1. Assault Rare 
Rifles and Submachine Guns. 
Reload is decreased by half. Can't be used on non-revolvers. Counts as a clip | Uncommon 
when used with the Bandolier. 
Anyone further than 30 ft spaces from you won't hear the shot. Anyone Rare 
closer has to make a Detection roll. They must roll lower then 30 and have a 
skill higher than 30 in Detection. Doesn't apply if they can actually see you. 


Reduce Hit Chance penalties by 30% with Big Guns. 
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Melee Mods 


eS 


Barbed Can only be done to Bludgeon Melee Weapons. Wrapped around the Uncommon 
Wire/Nails weapon is barbed wire with nails driven offering more damage. +10 Bonus 


Electrical Can be done on any melee weapon. Has a 15% chance to stun opponent if Rare 
Discharge the attack is successful. Use an Energy Cell for the charge. 5 Charges. Must 
say if you’re going to stun before the attack is made. 


Flame Torch Can be done on any melee weapon. Add an additional 2d8+4 Fire Damage if | Rare 
the attack is successful. Use a Flamer Fire Pack for the charge. The Flame 
Torch will last for 30 minutes. 


Serrated Can only be done to Swords, Daggers, Spear, and Axes. +4 Damage. Uncommon 
Blade 
Can only be done to Bludgeon Melee Weapons. 6 inch spiked are hammered | Uncommon 
through the weapon deal that extra bit of pain into your enemy. +4 Damage 
DR: -10. 
Barbed Can only be done to Bludgeon Melee Weapons. Wrapped around the Uncommon 
Wire/Nails weapon is barbed wire with nails driven offering more damage. +10 Bonus 

Damage. 


Scopes 


[W | Value | esco | Rarty OE 
1 Removes all range penalties up to 1000 ft. Cannot be added to Pistols, Uncommon 
Revolvers, Shotguns, and Big Guns (Except for LMGs and Anti Tank Rifles). 
Does not stack with current range. 
3 Night Scope ignores Night Time Modifiers. Thermal lets you see through Legendary 
smoke and darkness, but they’re less effective in daylight, -25% Hit Chance 
during the day. Cannot be added to Pistols, Revolvers, Shotguns, and Big 
Guns (Except for LMGs and Anti Tank Rifles). 


Combat Scope 


Night Sight | 2 1500 | Ignore darkness penalties. Cannot be added to Pistols, Revolvers, and Big Rare 
Guns (Except for LMGs and Anti Tank Rifles). 
Recon Scope | 2 8000 | Remove all range penalties within 1000 ft. Track enemy movements even Epic 
when they’re invisible. Can only track up to 10 individuals for an hour. It can 
be reset by marking them again. The range for the mark on the scope is 2500 
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ft. Once someone is beyond 5000 ft, the mark disappears. They can’t be 
tracked if their invisible beforehand. Can be tracked if they used a Stealth 
Boy after they’ve been marked. Cannot be added to Pistols, Revolvers, 
Shotguns, and Big Guns (Except for LMGs and Anti-Tank rifles). Does not 
stack with current range. 


Reflex Scope Removes all range penalties up to 500 ft. Cannot be added to Pistols, Uncommon 
Revolvers, Shotguns, and Big Guns (Except for LMGs and Anti Rank Rifles). 
Does not stack with current range. 


Thermal Thermal lets you see through smoke and darkness, but they’re less effective | Very Rare 
Scope in daylight, -25% Hit Chance during the day. Cannot be added to Pistols, 
Revolvers, Shotguns, and Big Guns (Except for LMGs and Anti Tank Rifles). 


Sniper Scope Remove all range penalties up to 1500 ft. -40% penalty if the target is closer Rare 
than 250 ft and increases the AP cost by 1. Cannot be added to Assault 
Rifles, Pistols, Revolvers, Shotguns, SMGs, and Big Guns (Except for Anti Tank 


Rifles). Does not stack with current range. 


Armor Mods 


| Name |w | volue | Deserto ty 


Ceramic Plate | 20 | 4000 Adds a drop-in ceramic insert to your Kevlar vest. Very Rare 
N: +4/+25 
L: +5/+20 
F: +3/+15 
P: +4/+15 
Ex: +6/+25 

CTA System | 5 Installs a computer-assisted aiming system which uses the helmet's visor as | Legendary 

a display. Reduces all weapon AP costs by 1, as well as eliminating the aimed 
shot AP penalty and reduced the aimed shots penalties by 20%. This can 
only be installed in Combat Helmets and Power Armor Helmets. 


Hardening | 15 Hardens your armor. Apply Ballistic Weave to Combat Armor and Black Very Rare 
Titanium to Power Armor. 
N: +3/+10 
L: +5/+20 
F: +3/+10 
P: +2/+10 
Ex: +3/+20 


Kevlar Weave | 10 | 3000 Reinforces your clothing with Kevlar. Rare 
N: +4/+15 
L: +1/+10 
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Metal Plate 


Nomax Weave 


Power Armor 
Tesla Mod 


Rubber Soles 


Spring-Loaded 
Cargo Pockets 


Wrist 
Mounted 
Spring Holster 


10 


si 
Í 
NE 
i 
i 


2000 


1500 


3500 


2500 


3000 


F: +1/+5 
P: +1/+10 
Ex: +2/+15 


Adds a drop-in metal insert to your Kevlar vest. 
N: +4/+20 

L: +3/+20 

F: +2/+20 

P: +2/+1 

Ex: +4/+20 

ER: -80% 


Reinforces its fire armor by +4/+20. Obviously, you can't reinforce an armor | Rare 
that's already reinforced with this fabric. 


Can only be added to T-51b, T-60a, Shadow Power Armor MK | and MK II. Legendary 
Tesla coils and a pack are added onto your armor which boosts your 

capabilities with Energy Weapons and Big Guns Energy Weapons. Connect 

the tesla pack to one Energy Weapon and it’s damage modifier will be 

increased by 0.25. If you wish to switch the connector to another weapon 


during combat it costs 5 AP. 


Increase Sneak by 10%. Protects the wearer from electricity based floor Uncommon 
traps. 

Reduce reload costs to 1 AP. Modifies your cargo pockets with complicated Rare 

spring systems that with a push of a button pops out the mag or loose 

shells. 


Mount a small spring-loaded holster on your wrist. Just press the button and | Rare 
your weapon jumps into your hand. Only works with really small guns or 

knives. Adds +10 Sequence when initiating combat. Must start with the 

specified weapon. 

Zip Gun, .22 Automatic, Derringer Alaskan Survival, .38 Snub Nose, Walther 

PPK, Needler Pistol, Switchblade, Throwing Knife, Mini Crossbow 
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Items 


20000 | The Auto-Doc is a machine that features four autonomous arms (mounted Epic 
with a surgery light, a combination scalpel/syringe, tongs and a 
multipurpose "hand") attached to a boxy central unit with a CRT control 
panel attached to its side. Requires a power source in order to function and 
it can pass doctor skill checks up to 125%. 
2000 For free, equip and use this auto-injecting syringe for drugs that require a Very Rare 
syringe. This can be applied to Stimpak, Super Stimpak, Ultra Stimpak, 
Psycho, and Med-X. 
Place two clips in the bandolier and ignore the Reload AP Cost for the two. Rare 
Does not work with single bullets. Can work with Energy Cells and 
Microfusion Cells. Does not work with Big Gun magazines. Compatible with 
Speed Reloader. You can also put in a Stimpack, or a container of some sort 
and it’Il be a Free Equip Item Action. Must be prepared beforehand. 


An old but effective trap that’s pressure sensitive. A successful traps roll can | Uncommon 
allow you to prepare the trap and anyone caught in it is instantly crippled 

and it ignores Limb Resistance unless you’re wearing Power Armor. It deals 

2d20 True Damage. It requires a ST -1 in order to remove the trap from your 


Auto Doc 


Auto-Injector 


Blacksmith 
Tools 


Bobby Pin 


body. 


These tools are necessary for armorsmiths and weapon crafters alike. This Rare 
may or may not come with a plasma cutter. Adds +20% to the Blacksmith 

skill. 

A classic way to open a lock. You'll need a screwdriver as well. If you fail a Common 
Lockpick check, the bobby pin breaks. 


A kit designed to make all of your favorite drinks like beer, whiskey, vodka, Rare 
etc.. Sadly you can’t make Nuka Cola and Sunset Sarsaparilla because no 

one knows the secret ingredient. Adds +20% to the Nature Science and/or 

Survival skill when making drinks and poisons. 


15000 | The Construction and Assembly Mobile Platform is a luxury for tinkers all Legendary 
around. You can use this to craft just about any structure you desire. Within 
reason of course. This gives advantage to Blacksmith and Repair with a 
+25% Bonus to each. 


ao | A large can that if rationed, can last up to a day. Common | 


pee 
FF 
al 
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Cooking Tools 


Geiger 
Counter 


Gunsmith 
Tools 


Hiking 
Backpack 


Lighter 
Lockpick Set 


Expanded 
Lockpick Set 


Electronic 
Lockpick 


Electronic 


Lockpick MK II 


i 
i 
di 
ie 
i 
È 
i 
ik 
K 
ù 
ie 
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500 
10 
15 
20000 
300 
200 
100 
10 
0 
150 
250 
500 


4 


A set of tools that can be used to cook just about anywhere you travel. 
Comes with a fire starter, pots, pans, knives, forks, and spoons. +25% to the 
Survival skill when cooking. 


Common 
Rare 


Common 
Common 


Rare 


Rare 
Uncommon 


Common 
Uncommon 
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The Doctor’s Bag contains various instruments for diagnosing and treating 
various maladies. If a character has a Doctor’s Bag, it effectively raises the 
Doctor skill by 15% for the purposes of treating crippled limbs and blindness 
only. 


A chemical-packed stick that, when ignited, will provide light for about an 
hour within 15 ft. 


A small flashlight (torch) that runs off of a special energy cell. Usually 
provides about 30 hours of light before going out. 


The Garden of Eden Creation Kit. A terraforming device created by 
Stanislaus Braun in Future-Tec, a division of Vault-Tec Corporation. The 
appearance is a silver briefcase emblazoned with the letters “G.E.C.K.” It 
contains all the seeds, fertilizer, cold fusion generator, and a basic replicator. 
Advantage on Nature Science checks with a bonus +25%. 


This useful little device not only detects how much radiation is in a person, it 
can detect harmful radiation in the surrounding area. Useful when you are 
wondering if that big glowing crater in the ground is dangerous. 


These tools are necessary for those who wish to make mods and eventually 
make new weapons. This may or may not come with a plasma cutter. Adds 
20% to the Gunsmith skill. 


Increase carry weight by 50 Ibs. 


When you need to get that molotov cocktail going, or burn that town on 
fire. Typically they have 20 uses before their fuel runs out. You can refill with 
gasoline. 


Gives the user a +50% bonus to Lockpick ability for the purposes of picking 
basic locks. Some locks require one of these (or a key) to open. Five uses till 
it breaks. 


This little kit contains everything the aspiring thief needs to break into just 
about anything protected by a traditional lock. Gives a +70% bonus to 
Lockpicking skill when used. Ten uses till it breaks. 


This valuable device is required to open electronic locks. It is crafted to 
overload or override the computer security on electronic doors. 


An improved Electronic Lockpick, used by phreakers, hackers, criminals, and 
CIA operatives before the War. With this tool, not only can a character open 


any electronic lock, but it contains a variety of interfaces for other electronic 

devices like mainframe computers, ATMs, and pocket calculators. 

A first-aid kit that, when used, acts like one successful use of the Doctor Uncommon 
skill, healing 1d10 points of damage in 1d10 minutes. Can only be used 


C4 Plastic C4 is an improved version of the classic C4 plastic explosive. A gummy like Very Rare 
Explosive substance that can be rigged to detonate, plastique is useful because it can 

be molded to any shape, to detonate in a concentrated area or spread along 

a wider surface. C4 is a white or gray substance that looks and feels a lot like 

Silly Putty™. Setting it takes a successful roll against Traps; like dynamite, if 

the roll fails, the timer is not set correctly, and will blow at the wrong time, 

or not at all. Plastique does 2d20+20 damage to anything within the 5 ft in 

which it detonates. If someone attempts to dodge, they must roll AG -2. If 


they succeed, they take half damage. Everything 5 ft adjacent to the center 
suffer 1d6 concussion damage. C4 can be compounded on itself to make 
bigger bombs, too. For each pound, add an additional 1d20. 


Pip-Boy | 5 2000 A unique piece of pre-war technology that lets you organize, learn about Legendary 
your health, a built in geiger counter, a map, and it picks up on radios. It can 
even play holotapes! Time to start my game collection. A variant of this is 
the Pip-Pad. 


Rope | 10 | 25 What role playing game would be complete without a rope? Perhaps one of | Common 
the most useful items in the world. Consider this to be about 10 hexes long 
unless specified. 
Safecracking | 5 200 The use of this kit is required to open most safes, and gives the user a +20% | Very Rare 
Kit bonus to their Lockpicking skill when trying to open a safe. 
5 50 Found in hunting grounds of pre-war and within the slums of wasteland Uncommon 
hunters. This makes taking the skin and meat from animals much easier with 
a +25% Survival when trying to skin a creature. 
Stealth Boy | 5 4000 A unique piece of pre-war technology that allows the user to be invisible for | Very Rare 
one hour and it takes 24 hours to recharge. It has five charges per energy 
cell. 


Tool Set | 15 | 50 A set of basic tools, such as small wrenches, pliers, screwdrivers, and a Uncommon 
hammer. For basic repairs. +25% to the Repair Skill when repairing or 
crafting. 
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Vehicle Repair A toolbox containing some necessary equipment for repairing a vehicle Legendary 
Kit (actually, it can be used on any complex mechanical device). Contains a 


computer for interfacing with the vehicle to analyze the problem and a lot of 
repair tools. 
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Materials 


Materials in the Fallout are used to craft various items like weapons and armor. Best keep some 
on you at all times. You’ll never know when you’ll need to use them, or sell them. The value 
matches a pound of the material. 


| Name | Value | Description | Rety 
Ballistic Fiber A unique material used to craft combat armor. 
Big Gun Parts A necessary component in order to craft all sorts of Big Guns. 


Black This material is used to craft Shadow Power Armor MK 1, II, and Excavator Legendary 
Power Armor. 
Computer Unlike scrap metal and scrap electronics, computer parts are specific Uncommon 
Parts towards making working computers. You can use this to make new 
hardware systems to make your computer stronger. 


20 

100 

25 

MISI 30 A common self defense item. Typically found in bullet proof vests. 

50 

1 

75 

2 

1 

10 


Titanium 


Laser Weapon A necessary component in order to craft all sorts of Laser Weapons. Rare 


Parts 
Found on animals, leather can be used to make clothes, armor, bags, etc. 


Plasma A necessary component in order to craft all sorts of Plasma Weapons. Very Rare 
Weapon Parts 


Robot Parts | Varies | These parts are found across the wasteland. Below is their value and their Varies 
rarity. 
Assaultron Parts: 50 - Rare 
Eyebot Parts: 5 - Uncommon 
Mr. Handy/Ms. Nanny/Mr. Gutsy Parts: 20 - Common 
Protectron Parts: 10 - Common 
Robobrain Parts: 75 - Rare 
Sentry Bot Parts: 100 - Very Rare 


Scrap The second most common material in the wasteland. This can be used to Common 
Electronics craft almost anything related to technology. 
The most common material in the wasteland. This can be used to craft Common 
almost anything. 
Small Gun A necessary component in order to craft all sorts of Small Guns. Common 
Parts 
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Scrap Metal 


Chems 


All chems have a weight of 0.5 Ibs. Stats cannot exceed past the racial max even with buffs. 
Many are craftable and how to make them are in the Fallout lore. Making a chem takes time. 
Probably a couple of hours. Maybe more. Upon each use of an addictive chem, you roll a d100. 
Your Endurance helps you protect against addiction. Your Endurance is multiplied by 2 then 
subtracted from the addiction percentage. In this case, you need to roll outside of the addiction 
range. 


If you have 10 Endurance, your resistance is 20. If the addiction rate is 80%, you subtract by 20 


and you have a 60% chance of being addicted. 


If you’re addicted, you take the withdrawal effects till you break your habit for several days or a 


doctor fixes you up. Addiction debuffs are cumulative so don’t over do it. 


Upon use of any drug that has an addiction chance, you need at least an hour to gather your 
bearings. Similar to a short rest except you don’t get health back for that hour. 


Drug benefits from the same drug don’t stack, but Debuff Effects do stack and go as low as your 
minimum. 


In order to kick the habit, you need to roll END everyday and reach a certain threshold. Each 
Drug has a different Threshold and once you reach it you are addiction free. However, if you use 
the drug while your trying to be rid of the addiction, you’ll have to start all over again. The 
amount you gain each day for the threshold is the difference of your END when you roll. If you 
pass your END roll you don’t progress further into the Threshold. Players are required to 
roleplay their addiction. 


You can only have three benefits active at a time. You cannot stack the same drug effects, but 


that doesn’t mean you can’t keep taking the same drug over and over because of addiction. 
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Addiction Effect | ST -2 PE -4 ST -4 AG -3 EN -3 PE -4 CH -3 
Exhaustion Level x 1 Exhaustion Level x 2 Exhaustion Level x 1 


Description | Meth gum. One time use pill. 20 Pills in one 10 Tablets in a 
containing. Take 5 container. Take one. 
for effects. 


O mpe pee pe e 
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Effect | ST +1 PE +1 AP +2 AP*2 +20% Hit +20% DR to All ST +3 AG +3 MD +4 
Chance IN -3 


/A 


Debuff Effect | ST -2 PE-2 AP -2 -3 to All Stats except | N -3 to all Stats except 
Last for 1d3 Hours LK for 1d3 Days LK for 1d2 Hours. 


Addiction Effect | ST -3 PE -3 AP -3 -5 to All Stats except | -20% DR to All Debuff Permanent 
Exhaustion Levelx2 | LK Exhaustion Level x 3 
Exhaustion Level x 4 


Description | Requires a Jet Requires a Jet Requires a Syringe. Requires a Syringe. 
Canister. Canister. 
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-1 PE for 1 Hour 
Cumulative 
Addiction Threshold N/A 


Description | Comes in a bag. Requires a Syringe. Requires a Syringe. Requires a Syringe. 
Can revive someone. | Can revive someone. 


VE O O O 
oo "vms h o po y y 
-(50 + Doctor Skill) Ignore Night 
Rads Penalties 


Debuff Effect | None None Depression None 
AG -2 LK -3 


Addiction Effect | N/A N/A Clinical Depression 
AG -3 EN -1 LK -3 
/A 


Description | Backpack with a Same condition as Don’t take this. Same condition as 
Spray. 5 uses. Buffout. Buffout. 
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Drinks 


Sometimes a tasty beverage can give you a bit of a boost. Although if you take too much, you'll 
become addicted. The same drinks effects do not stack. The same addiction rules for Chems 


apply. They come in a bottle. 


Upon use, gain 1 Upon use, gain 1 Upon use, gain 1 Upon use, gain 1 
: ; cap. cap. 


po que qu 


AG +1 CH +1 EN +2 
IN -2 


Upon use, gain 1 ; Comes in a jug. 
cap. 
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Addiction | 10% 10% 10% 10% 
Rate 
ST +1 IN -1 ST +1 EN -1 IN -1 ST +1 EN +2 IN -1 ST +1 CH +1 IN -2 
HP +10 


Description | None. None. None. Comes in red and 
white. 


ee Irradiated Water Dirty Water Purified Water 


Rate 


Nuka Cola/Sunset | -1 AP 50 
Sarsaparilla 

Nuka Cola -2 AP 

Quantum 


The addiction rate stacks after each bottle if you drink consecutively. In order to get the benefit 


of the drink you need to drink the whole bottle. Benefits don’t stack, but penalties do. You can 


only have three benefits active at a time. Nuka Cola don’t stack. 
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Vehicles 
This is primarily where the Pilot Skill it put into play. 
Ranged combat gets a -10% Hit Chance. 


Stunts such as popping a wheelie aren’t a difficult Pilot Skill check, a -15% is reasonable. Trying 
to jump a ramp over a 200 ft. canyon cliff would be a -50%. Tight turns would be a -30%. GMs, 
be reasonable with the penalties. Vehicles are rare and difficult to maintain and will require to 
be checked everyday. Make sure you keep track of the engine, radiator, oil, and so on. Get 


creative and make a buggy car. Cars and Tugboats share the same health. 


As a note, just because you shoot a cars engine doesn’t mean it'll immediately explode. 
However, if there's a crit, the engine will immediately blow up (Only works with a gun, energy 
weapons, and explosives). Most vehicles won’t have fuel and will have at the most, five gallons. 
Roll 1d6 to determine how much is in a car, 6 being no fuel. Below is a list of the car parts that 


you should protect with your life. 


Vehicle refuses to work 
-15% to the Pilot Skill for each tire that goes flat 


Roll 1d10, after this many turns the engine overheats and refuses 
to work 


-30% to the Pilot Skill 


Successful Hits 
Vehicle Resistance 


1d10 1d12 1d20 


For every two spaces moved in an attempt to run someone or something over, add a die to the 
damage listed above. If hit by a vehicle, it affects the Normal DT/DR and for every 10 damage 
you lose one armor and weapon condition mark on any equipment on your person. Vehicle 
modifications are made with the GMs discretion and require a Vehicle Repair Kit. As a note this 
is all a base for GMs to work with. Adjust at your own discretion. Vehicles aren't common to 


obtain in the Fallout universe so if players want one and find one, they’Il have to take care of it. 


Vehicles have several sides to protect. Use common sense. You have the Front, Back, Left, Right, 


Top, and Bottom. Make sure to keep everything armored. Especially on bullet proof glass. 


Successful Hits apply the same as when attacking a person. It builds towards the Armor 
Condition. Vehicle Resistance works just like Limb Resistance on each side of the vehicle. Vehicle 
Resistance is taken into account when an explosion occurs on the vehicle, or when someone is 
attempting a Targeted Attack. The same steps that occur with damage apply to a vehicle. When 
a vehicles HP is at 0 or below, the vehicle won't work and might explode. Below is a chart of 


modifiers for various types of terrain you’ll be maneuvering through with the Pilot Skill. 


Environmental Effect 


Rocky Terrain 


127 


Cyborgs 


Cyborgs are a rare find in the wasteland. Luckily there are few that can make others into 


cyborgs, but at a cost. The upgrades are classified under two categories because both processes 
are different. We have Implants and Cybernetics. Both are highly advanced surgical procedures. 


Implant 


Implants are a fun mechanic. However you'll need the following skills: Doctor, Engineer, and 
Nature Sciences. You must state which implant you want to craft. When making an implant you 


first roll Engineer for forty eight hours. Once a blank implant is crafted, you roll Nature Sciences 


to setup the implant you want for the next twelve hours. Lastly you use Doctor to install the 


implant which will take four hours. If you fail any roll during that process, you don’t lose 
materials, you instead have to make up for that hour by doing it again for another hour. 


However, if you fail more than half the difficulty checks in a phase, you lose all the materials and 


have to start over. 


8000 Increase your Strength by 1. Can exceed maximum. 

8000 Increase your Perception by 1. Can exceed 
maximum. 

8000 Increase your Endurance by 1. Can exceed 
maximum. 


Hypertrophy 
Accelerator 


Optics Enhancer 
Nociception 


Regulator 


Empathy 
Synthesizer 


8000 Increase your Charisma by 1. Can exceed 
maximum. 

8000 Increase your Intelligence by 1. Can exceed 
maximum. 

8000 Increase your Agility by 1. Can exceed maximum. 

10000 | Increase your Luck by 1. Can exceed maximum. 


Logic 
Co-Processor 


Reflex Booster 


Probability 
Calculator 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 75% 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 75% 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 75% 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 75% 


Doctor: 75% 
Engineer: 75% 
Nature Sciences: 75% 


Doctor: 100% 
Engineer: 100% 
Nature Sciences: 100% 
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Speedster 


Combat Booster 


Trigger Happy 
Combat Ready 


Regenerate 5 HP an Hour and double the health 
you gain from a short rest. 


Gain 2 Free Movement. 


Gain +2 AP in Combat. 


Increase Hit Chance for Archery, Big Guns, Energy 
Weapons, and Small Guns by 20%. 


Increase Hit Chance for Melee Weapons, Throwing, 
and Unarmed by 20%. 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Electronics 


Doctor: 100% 
Engineer: 100% 
Nature Sciences 


Doctor: 100% 
Engineer: 100% 
Nature Sciences 


Doctor: 100% 
Engineer: 100% 
Nature Sciences 


Doctor: 100% 
Engineer: 100% 
Nature Sciences 


Doctor: 100% 
Engineer: 100% 
Nature Sciences 


129 


Cybernetics 


Cybernetics allows you to create wonderful monstrosities with beautiful mechanic limbs that 


wreak havoc on the world. To work on cybernetics you’ll need the skills Doctor, Computer 


Science, Engineer and Robotics. To work on animals you’ll need Animalism as well. You must 
state which cybernetic you wish to craft first. When making cybernetics you first roll Engineer 


for twenty four hours to craft the base of your cybernetic. After, you begin to the programming 


phase with Computer Science for forty eight hours. Once the programming is complete you'll 


have a blank cybernetic which needs to be adjusted to what you want it to be. You will use 
Robotics for forty eight hours to shape your concept and programming to into your final 


product. Lastly, the Doctor skill is used to modify and install the cybernetic which will take 


twenty four hours. To add cybernetics on animals you'll need at least 100% in the Animalism 


skill. Pulse is affected by cybernetics. If hit they’ll shut off and require repairs. 


i 
7 
Robot Hand 15000 


Robot Arm 
Weapon 


40000 


Robot Leg 25000 
7 


ST +1 
AC +5 
If both arms are robotic, bonuses are doubled. 


Unarmed Foot Attack 2d4+2+MD. Must specify 
which foot is robotic. 


Unarmed Fist Attack 2d4+2+MD. Must specify 
which hand is robotic. 


Add a Big Gun, Energy Weapon, Melee Weapon or 
Small Gun. If you attach a two-handed weapon, 
you'll use your other hand to wield it as well. 

You still have to reload. 

Cannot have a Robot Hand. 

Gunsmith process takes four hours to complete. 
Replacement also takes four hours. 


Free Movement +1 
If both legs are robotic, bonuses are doubled. 


Ignore Targeted Head Attacks 5 times. A cybernetic 
brain cannot be placed in the brain case. 


-50 lbs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Metal 

-20 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Metal 

-20 lbs of Scrap 
Electronics 


-Robot Arm 
-10 Ibs of Scrap 
Electronics 
-Weapon for 
Attachment 


-50 lbs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


Computer Science: 75% 
Doctor: 75% 

Engineer: 75% 
Robotics: 75% 


Computer Science: 75% 
Doctor: 75% 

Engineer: 75% 
Robotics: 75% 


Computer Science: 75% 
Doctor: 75% 

Engineer: 75% 
Robotics: 75% 


Gunsmith: 75% 


Computer Science: 75% 
Doctor: 75% 

Engineer: 75% 
Robotics: 75% 


Computer Science: 75% 
Doctor: 75% 

Engineer: 75% 
Robotics: 75% 
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Cybernetic Brain | 30000 | Immune to Targeted Head Attack Effects. 
30000 | Ignore range penalties for 250 ft. 
Cybernetic Heart | 50000 | Immune to poison. Increase the hit points gained 
by 25%. 
40000 | Ignore debuff effects of alcoholic drinks. 


Cybernetic Eye 


Cybernetic Liver 


Cybernetic Lungs 100% Gas Resistance. 
Cybernetic Spine Double your carry weight. 

You don’t need to eat or drink. 
Change your voice. 


Cybernetic 
Stomach 


Voice Change 


-50 Ibs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


-50 Ibs of Scrap 
Metal 

-25 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-50 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-50 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-50 lbs of Scrap 
Electronics 


-50 lbs of Scrap 
Metal 

-50 lbs of Scrap 
Electronics 


-20 lbs of Scrap 
Metal 

-20 lbs of Scrap 
Electronics 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 100% 
Engineer: 100% 
Robotics: 100% 


Computer Science: 
Doctor: 75% 
Engineer: 75% 
Robotics: 75% 
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Robot Upgrades 


Now the best part about having your own robot, or being one are all the possible upgrades you 
can get. Below is a list of parts along with their benefits. As a note, weapons will not be listed 
and they'll need ammo for it. Although for energy weapons if you have a strong enough power 
supply the ammo could run off the power. All of these require a Robotics check. Some require 
Computer Science checks. You have to roll for each hour you’re working on the robot. If you fail 
any roll during that process, you don’t lose materials, you instead have to make up for that hour 
by doing it again. However, if you fail more than half the difficulty checks, you lose all the 
materials. In order to work on robots you need the right equipment. If a skill requires two skills, 
you must roll both and must succeed in both. Below is a chart with tools you'll need for each 
skill. 


Skill Supplies Needed 
Working Terminal with a Blank Holotape 


COS CO 


Below is a chart giving specifics on which robot can use what Combat Skill. 


Energy Weapons (No Big Guns) and Small Guns 
Big Guns, Energy Weapons, Melee Weapons, Small Guns, Unarmed 


Mr. Handy/Ms. Nanny/Mr. | Melee Weapons, Energy Weapons (No Big Guns) and Small Guns 
Gutsy 


a_n i a 
o_o i ae 
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Head 

The head of a robot is the brain. Without it a robot can’t retain its memories or knowledge. The 
head of Mr. Handys, Ms. Nannys, Mr. Gutsys, Eyebots, and Securitrons are the entire body, 
minus any limbs attached. Head cannot be attached to these robots but they can take any other 
upgrades. Head upgrades will take four hours to complete for each skill required. 


DTS CA CI COR NT 


Assaultron Head Gain the Death Ray ability. Check in the -Intact Assaultron Robotics: 75% 
Bestiary. Head 
-1 MFC 


Protectron Head Protectron Laser from head. -Intact Protectron Robotics: 50% 
Head 
-1 MFC 


Track enemy movements even when they’re | -Recon Scope Engineer: 100% 


invisible. Can only track up to 10 individuals Robotics: 100% 
for an hour. It can be reset by marking them 

again. The range for the mark on the scope 

is 1000 ft. For Robots it depends on sight. 

As long as the Robot can see the target 

within 1,000 ft, they can mark them. 


Robobrain Head Gain the Mesmetron ability. Check in the -Intact Robobrain Robotics: 100% 
Bestiary. -Intact Brain 
-2 MFC 


Head Helm 

Head helm is the same as a helmet on a person. Protecting your head. For robots this is their 
head casing. Robots without heads cannot get these upgrades. Head helm upgrades will take six 
hours to complete for each skill required. 


mos [u [os [Soon TTT 


Combat Helmet Stats -7 lbs of Ballistic Engineer: 25% 
Fiber Robotics: 25% 


Metal Helmet Stats -5 lbs of Scrap Blacksmith: 25% 
Metal Robotics: 25% 


Flak Helmet Stats -7 lbs of Scrap Blacksmith: 50% 
Metal Robotics: 50% 


Increase Electricity Resistance by 10%. -8 lbs of Scrap Engineer: 75% 
Metal Robotics: 75% 
-5 lbs of Rubber 
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Torso 

All robots have a torso. This is where all of their limbs connect and where their power source 
lies. However, these torso upgrades refer to plating and special abilities. The base armor comes 
from the plating the robot has on it. Having the torso of a protectron doesn’t mean it has it’s 
base DT/DR. The plating on the body is where the armor comes from. You can apply Assaultron 
plating to a Protectron with Robotics and Blacksmithing. Mr. Handys, Ms. Nannys, Mr. Gutsys, 
Eyebots, and Securitrons can get these upgrades. Robots can only have one module installed at 
a time. Torso upgrades will take eight hours to complete for each skill required. 


Backpack Increase carry weight by 100. -Backpack or 5 lbs Survival: 25% 
of Leather 


Blacksmith Module Increase Blacksmith by 50% and get one -Blacksmith Tools Blacksmith: 50% 
reroll a day for the skill. Robotics: 50% 


Chef Module 10 1000 Increase Survival by 50% when cooking only, | -Cooking Tools Survival: 25% 
and get on reroll a day for the skill. Robotics: 50% 


Communication Radio Communicate with others through you or -Radio Equipment Robotics: 25% 
your robot companion. 


Constructor Module Increase Blacksmith and Engineer by 50% -Blacksmith Tools Blacksmith: 50% 
when building structures only, and get one -Tool Set Computer 
reroll a day for each skill. Science: 50 
Engineer: 50% 
Robotics: 50% 


Detector Multiply Detection Modifier by 3 instead of | -Motion Sensor Computer 
2. Science: 50% 
Robotics: 50% 
Doctor Module Increase Doctor by 50% and get one rerolla | -Doctor’s Bag Doctor: 100% 
day for the skill. Robotics: 50% 


Engineer Module Increase Engineer by 50% and get one reroll | -Tool Set Engineer: 25% 
a day for the skill. Robotics: 25% 


Gunsmith Module Increase Gunsmith by 50% and get one -Gunsmith Tools Gunsmith: 50% 
reroll a day for the skill. Robotics: 50% 


Hacking Module Increase Computer Science by 50% and get | -Working Terminal Computer 
one reroll a day for the skill. Science: 100% 


Robotics: 50% 


Lockpick Module Increase Lockpick by 50% and get one reroll | -Any Lockpick Set Lockpick: 50% 
a day for the skill. Robotics: 50% 


Music Radio 


Stealth Drive 
Tesla Coils 4000 


Increase Total AP by 2. 


Emit 50 rads instantly to anything around 
within 15 ft. This costs 4 AP. 


When they die or with a press of a button, 
immediately self destruct. The explosive 
and/or power source determines the 
explosive. The explosion damage is cut in 
half. 


A unique piece of pre-war technology that 
allows the user to be invisible for one hour 
and it takes 24 hours to recharge. It has five 
charges per energy cell. 


Increase Energy Weapons damage 
multiplier by 25%. It can only be connected 
to one Energy Weapon. 


-Fusion Core 


-5 lbs of Radiation 


Coils 


-Fragmentation/ 
Plasma/Etc. 
Grenade 


-Stealth Boy 


-4 Tesla Coils 


Engineer: 75% 
Robotics: 75% 


Engineer: 100% 
Robotics: 100% 


Engineer: 50% 
Robotics: 50% 


Engineer: 100% 
Robotics: 100% 


Engineer: 100% 
Energy 
Weapons: 50% 
Robotics: 75% 
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Legs 

Legs work differently with robots. Not every robot has legs but that doesn’t stop them from 
moving. Mr. Handys, Ms. Nannys, Mr. Gutsys, Eyebots, and Securitrons cannot benefit from this 
section. Leg upgrades will take eight hours to complete for each skill required. Sentry Bot Legs 
take twelve hours to complete for each skill required. 


500 Perk: Bonus Movement - Rank 2 -2 Intact Assaultron | Robotics: 75% 
Can crouch and prone. Legs 
250 Perk: Bonus Movement - Rank 1 -Intact Handy/ Robotics: 75% 
Cannot crouch and prone. Nanny Thruster 
Ignore difficult terrain. 
| 
00 


Torso Upgrades 


Assaultron Legs 


Mr. Handy / Ms. 
Nanny Thruster 


Mr. Gutsy Thruster Perk: Bonus Movement - Rank 2 -Intact Gutsy Robotics: 


Cannot crouch and prone. Thruster 
Ignore difficult terrain. 


1 Perk: Bonus Movement - Rank 1 -2 Intact Protectron | Robotics: 50% 
Cannot crouch and prone. Legs 

1000 Perk: Bonus Movement - Rank 1 -2 Intact Robobrain Robotics: 75% 
Cannot crouch and prone. Rollers 


2500 Perk: Bonus Movement - Rank 1 -Intact Securitron Robotics: 
Wheel cannot popped. Wheel 


5000 Perk: Bonus Movement - Rank 1 -3 Intact Sentry Bot | Robotics: 
Cannot crouch and prone. Legs 
Limb Resistance +2 only for the legs. 
Increase size category from medium to 


Robobrain Rollers 


Securitron Wheel 


Sentry Bot Legs 


large. 


Protectron Legs 
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Armor Plating 


Armor Plating is the same as a person having on armor, except for robots. Armor plating has to 


be adjusted for the specific robot. The cost of materials varies on the robot. All the armors 


below can be added to any robot. But understand that weight can be a problem for small 


robots. Armor Plating upgrades will take twenty four hours to complete for each skill required.. 
Power Armor takes seventy two hours for each skill required.. 


Armor Plating 


Eyebot Plate 


Protectron Plate 


Assaultron Plate 


Robobrain Plate 


Securitron Plate 


Sentry Bot Plate 


Metal Plate 


Metal Plate MK II 


Metal Plate MK III 


Ballistic Plate 


Ballistic Plate MK Il 


Ballistic Plate MK III 


Eyebot stats from the Bestiary. 


Protectron stats from the Bestiary. 


Assaultron Stats from the Bestiary. 


Robobrain stats from the Bestiary. 


Securitron stats from the Bestiary. 


Sentry Bot stats from the Bestiary. Mr. 
Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebots lose their Bonus Movement Perk. 


Metal Armor MK | stats. 


Metal Armor MK II stats. 


Metal Armor MK III stats. Mr. Handys, Ms. 
Nannys, Mr. Gutsys, and Eyebots lose their 
Bonus Movement Perk. 


Combat Armor MK | Stats. 


Combat Armor MK II Stats. 


Combat Armor MK III Stats. 


-10 lbs of Eyebot 
Parts 


-10 lbs of 
Protectron Parts 


-20 lbs of 
Assaultron Parts 


-20 lbs of Robobrain 
Parts 


-30 lbs of Securitron 
Parts 


-50 lbs of Sentry Bot 
Parts 


-Metal Armor MK | 


or 30 Ibs of Scrap 
Metal 


-Metal Armor MK II 
or 35 lbs of Scrap 
Metal 


-Metal Armor MK III 
or 40 lbs of Scrap 
Metal 


-Combat Armor MK 
| or 20 lbs of 
Ballistic Fiber 


-Combat Armor MK 
Il or 20 Ibs of 
Ballistic Fiber 


-Combat Armor MK 
Ill or 25 lbs of 
Ballistic Fiber 


Blacksmith: 25% 
Robotics: 25% 


Blacksmith: 25% 
Robotics: 25% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 100% 
Robotics: 100% 


Blacksmith: 25% 
Robotics: 25% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 100% 
Robotics: 100% 
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Ballistic Plate MK IV 


Salvaged Power Plate 


Raider Power Plate 


T-45 Plate 
T-51 Plate 
T-60 Plate 


X-01 Plate 
X-02 Plate 


Hellfire Plate 
Excavator Plate 


Ultracite Plate 


Combat Armor MK IV Stats. 


Apply Salvaged Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply Raider Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply T-45 Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply T-51 Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply T-60 Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply X-01 Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply X-02 Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply Hellfire Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply Excavator Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


Apply Ultracite Power Armor stats. 
Mr. Handys, Ms. Nannys, Mr. Gutsys, and 
Eyebot cannot get this mod. 


All robots lose their Bonus Movement Perk. 


-Combat Armor MK 
IV or 25 lbs of 
Ballistic Fiber 


-Salvaged Power 
Armor 


-Raider Power 
Armor 


-T-45 Power Armor 


-T-51 Power Armor 


-T-60 Power Armor 


-X-01 Power Armor 


-X-02 Power Armor 


-Hellfire Power 


Armor 


-Excavator Power 
Armor 


-Ultracite Power 
Armor 


Blacksmith: 125% 
Robotics: 125% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 50% 
Robotics: 50% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 100% 
Robotics: 100% 


Blacksmith: 100% 
Robotics: 100% 


Blacksmith: 125% 
Robotics: 125% 


Blacksmith: 75% 
Robotics: 75% 


Blacksmith: 125% 
Robotics: 125% 
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Overseer’s Guide 


It’s Your Wasteland 
This section is primarily for Game Master’s, or Overseer’s in this case. These are tips for 


beginners to roleplaying, but even the most talented Game Master can learn a thing or two. 


The first and most important rule, read up on the lore of Fallout first. Understanding the setting 
and all of its grit and wackiness. Then decide when the campaign will take place. This is 


important for character backstories and a couple of race choices. 


Once you have decided on a timeline, then it’s time to pick a location. It’s important to do 
research on the region and bring it to life. There are many tales and mysterious in Fallout that 


are supernatural, industries, or their nuked to high hell. 


In the first playtest, all the players started in Vault 35 in the state of Kentucky. Kentucky is a state 
comprised of small towns meaning population would be low, but after 200 years, people would 
band together with their small numbers to make one large community. Instead of many small 
towns, only a few were needed. | made the region large making it a massive world for players to 
have many options for exploration. Because Kentucky has many mines, I’ve used this feature for 


a few instances of underground bases and animal dens. 


Study the region that you wish your game to take place and take what’s most important to make 
it unique. Examples are New Vegas which is a post apocalyptic Las Vegas ran by families that use 
to be tribes that are watched over by the grand overlord Robert House that leads an army of 


Securitrons. See how grit and wacky that sounds? That’s Fallout. 


Settlements 

Because of the apocalypse, you’re not going to find an abundance of people wandering about 
like in pre-war times. You’re often going to find settlements with no more than ten people. 
However, their are those iconic cities like the HUB, New Vegas, Rivet City, and Diamond City, 
where civilization is slowly rebuilding itself. 


Settlements have a plethora of Non-Playable Characters, or NPCs, that interact with the players 


and the world. The world doesn't revolve around the players. The world continues even if Little 
Timmy has been stuck in a well for a few days and the party forgot to save him. 
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Settlements often have a reputation status based on the people that travel there. Often a 
merchant with decent merchandise and fair prices is well respected, while maybe the grungy 
old man that lives on the street takes Jet everyday and attempts to scare the Brahmin away 


while naked is treated like garbage. 
The players have to understand that depending on their actions will depend if the town will give 
them discounts in their shops, offer them the keys and deed to an old home, make them the 


sheriff, etc. Settlements are the main center of interaction. 


Major settlements tend to be the main center of information and campaigns due to their 


abundance of people. Anything can happen in the big city. 


Below is a chart of population in relation to settlements in the apocalypse. 


Population Settlement Type 


Village 


Town 


City 


Pre-War Ruins 

An apocalyptic world isn’t complete without ancient ruins from the world before. Aside from 
the common ruins of houses, apartment buildings, restaurants, etc., the focus is RobCo, 
Vault-Tec, Military Forts, General Atomics, the big names of the Fallout world. These big names 
constantly revolve around Fallout and bring in new elements such as Mr. House and his army of 
Securitron MK II, Liberty Prime, the Institute, the possibilities are endless. A few ideas is perhaps 
an artificial robot that watches over the remains of a RobCo factory and still thinks it’s 2076, a 
community of tribal people whom leave in the remains of a Vault-Tec building and call 
themselves the Vault Clan, etc. 


Below is but a few names to consider in your campaigns. 


ArcJet Systems Heckler & Koch Poseidon Energy Vault-Tec Industries 
Bysshe Company Mass Fusion Red Rocket Versicorps 

General Atomics Med-Tek RobCo Industries Wattz Electronics 
HalluciGen Inc. Nuka Cola Thicket Excavations West Tek 
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Companions 

Companions are either funny or heart breaking in their back story. This section isn’t about how 
companions work, but how they’Il function mechanics wise. The GM will control the companion 
unless a player has a creature that listens to them like a dog, or a cat. For the stats of an animal, 
refer to the bestiary and use them as the base. For humanoid companions such as humans, 
synths, super mutants, etc. Assume the same stats as a playable character. If the character is 
something special like an Eastern Super Mutant Overlord, then use the stats on the bestiary and 
the perks. A companion based off the bestiary takes the level in accordance to their Death Con 
Tier. The GM decides on which level in that tier the companion will start as and they’Il level up 


normally. 


Companions can also train just like players and can train others if the companion wants to. 
Typically one companion is allowed but creatures such as a dog can be exempt from this rule. 
For perks, discuss with your GM what perks an animal can get and what skills they’re allowed to 


level up. Creatures can use the skills that they start with in the bestiary. 


Currency 

Caps is the most common form of currency in the wasteland. Even before the war, caps had 
actual dollar value. But the wasteland has strayed away from paper currency and thus caps are 
used. Some caps have higher value, like a Sunset Sarsaparilla Star, but some are willing to kill 
you for it. The NCR and Caesar’s Legion are the only two factions that have their own currency. 
Below is a conversion between the currencies. 
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What Can Wastelanders Do? 


Difficulty Checks With Skills 
There are five tiers of difficulty when doing an activity listed below: 


Difficulty Difficulty Check 


Very Easy 0 
Easy 25 
Normal 50 
Hard 75 


Very Hard 


The GM sets a check and the player rolls. The player rolls and you must take the difference 
between the d100 and the Skill. The result will determine if you pass or fail. 


Example: Let’s say a player wants to repair a toaster and they have an Engineer of 100%. The 
GM would set a check of 25 because it’s Very Easy. The player roles their skill and lets say they 
rolled a 65. What you do is subtract the 100 by 65 with the result being 35. Since the player got 
above 25, they successfully repair the toaster. 


Equipment, tools, armor, stat buffs are applied to your Skill, not the 1d100. They do make 
checks a lot easier. Tiers may vary depending on the GM and/or task. You don’t have to go with 
the tiers but be reasonable when a player gets a 1 and their skill is 100. Just because someone 
got a 1 and their skill is 20, that doesn’t mean they’Il be able to do what a person with a skill of 
100 can do. Everything has a check and if you get a 1 out of 20 in your skill and the DC is 50, you 
still fail. You can’t critically out of combat. 


Progression Bar 

The progression bar is a way to track a players progress in learning a new Unarmed Technique, 
creating a new robot, etc. The progression bar doesn’t need to be applied to everything such as 
adding an already built scope to a gun. Progression Bar would be used if the player wishes to 
create the attachment scope from scratch. Depending on how advanced and intricate the 
attachment is, will make the progression bar longer, or shorter. 


How progression bars work is simple. Let’s say thea player wants to learn a new Unarmed 
Technique like the German Suplex and they meet the Unarmed requirement. The GM will put 
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up a bar of 0/200. The player would have to train for the minimum of 6 hours a day to roll the 
skill pertained to the progression bar. In this case it’s the Unarmed Skill. Let’s say the player 
rolled a 45 out of 175. You subtract the Unarmed Skill by the d100 that was rolled and in total 
you’ll get 130. Meaning the player will need to again for another six hours and hope match or 
surpass 200. Once the progression bar is complete the player will complete their task. It’s up to 
the GMs discretion how long the progression bar is. 


Factors such as supplies, the actual skills are taken into consideration and it’s up to the GMs 
discretion to determine an appropriate Progression Bar. Don’t forget that crafting requires 
materials and the players need to remove it from their inventory once rolled. 


Below is a chart explaining some examples. 


Very Easy Building a Combat Scope. 


1000 Building a Mr. Gutsy from scratch. 
Very Hard 2000 Building a two story metal house. 


Skill Training 
Skill training allows players to slowly improve their skills overtime by taking up time in their day. 


You cannot train a Tagged Skill nor a skill that is above 50%. You cannot train to increase your 
SPECIAL through training. The point of training a skill is to train at something you’re not good at. 


The player must take up at least an hour in order to train. They then roll the skill of their choice. 
If the skill doesn’t land within their current Skill Level, you won’t advance but you also won’t get 
badly hurt for training. If you do roll within your skill level, your Skill increases by 1 point. If 
someone is helping you train, they must have a significant difference in Skill Level in comparison 
to you. Your Skill Level Range will increase by 25% if someone is helping you. Training must be 
specific towards the skill and the player must explain how they’re training in the skill. You 
cannot dual skill train. 
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Quests and XP 

If you have to kill all the time in order to get XP, that makes it very hard for non-combat parties 
to level up. Another option is rewarding players with certain actions such as completing a quest, 
passing a Skill check, etc. Experience is not split between the party. You have a grand total and 


that’s how much XP each individual gets. Don’t split it amongst the party. Below are examples of 


difficulty quests: 


Difficulty Description/Examples 


plentiful so keep an eye out. 


Finding a local thug and bringing him to justice. 
Take on a gang of raiders or a small group of radscorpions | 1000 
Very Hard Difficulty Check Taking on a pack of Deathclaws. 2500 


The XP value may vary depending on what the party faces, but this XP is only for completing the 


quest. This is not including the enemies or actions the players have gone up against. Difficulty 
Checks can determine how much XP players may get upon actions. Mind you, the XP is only 
given to the player who does the action. Actions such as successfully hacking a computer, 


opening of an old safe, fixing a toaster, etc. 


Very Easy Difficulty 
Easy Difficulty 


Normal Difficulty 
Hard Difficulty 
Very Hard Difficulty 
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Legendary Equipment 

A new addition from Fallout 4, Legendary weapons adds more interesting and fun weapons to 
use on your enemies and friends. Legendary weapons can be crafted to have a unique ability 
but you must consult with the GM. Below is a chart demonstrating varies perks for weapons and 
armor in correspondence to a dice roll. Or just choose what you’d like. Note that the effect only 
works with the weapon you have equipped. Same goes for armor. 


When your health is below 50%, increase damage multiplier by 20%. 


Big Guns, Small Deal Explosive damage instead of Normal damage. 


Guns 
Against mirelurks and insects, deal 10% more damage. 


Furious Increase damage by 5% for each consecutive hit on the same target in 
a single turn. 


Legendary Weapon Effects Chart 


Ghoul Slayer Against ghouls, deal 10% more damage. 


Against humans, deal 10% more damage. 
Against animals, deal 10% more damage. 
rv |rnte [aree mie 
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Ranged Weapons | Penetrator Ignore barricades 1d4 times a day. Armor is not a barricade. GM 
Discretion. 


Ranged Weapons Equipping this weapon is a free action. 


Double your AP for one turn 1d4 times a day. 
Ranged Weapons When crouched or prone, retain AC of stand stance. 
Troubleshooter Against robots, deal 10% more damage. 


Legendary Armor Effects Chart 


When dashing or sprinting, ignore attacks of opportunity 1d4 times a day. 
When attempting to sneak, get a 25% bonus. 

Get a +25% bonus to Charm and a +1 to Charisma and Intelligence Checks. 
Get a +1 to Strength and Endurance checks. 

Increase electricity resistance by 25%. 

1d8 Free Movement while in combat. 


Sentinel If an ally in an adjacent space is hit, you can take the damage instead by reducing it by 
25%. This can be done 1d4 times a day. 
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Perks 


The perk system is a mix of the 2.0 and the Fallout 4 Perk Chart. These perk trees focuses on 
perks that go with your SPECIAL points, but also benefits from some skills. Perks are earned 
upon level up and dependable on the race. Perks are a fun way to make your character fun. 
Make sure to look over the perks and make sure you might the requirements for the perk you 
want. You can only get perks from your natural S.P.E.C.I.A.L. stats. Implants and cybernetics are 
not natural. In order to access a perk, you need to see if you reach its S.P.E.C.I.A.L. requirement, 
if you don’t, tough luck. If you do however, check the Extra Requirements Section for the perk. 
Text in bold mean that you need that stat as a prerequisite for the perk. Text that are italicized 
are special. They’re requirements for the perk but you have an option for each skill for it to work 
on. For example, the perk Charge! Requires 75% in Melee Weapons or Unarmed. If you have a 
75% in one Unarmed, you can get the perk. However, the perk will never activate if you attempt 
it in Melee Weapons. Eventually, if you decide to level up your Melee Weapons to 75%, you can 
use the perk for both Unarmed and Melee Weapons. 


Combat Skills Support Skills 
Archery Animalism 
Big Guns Blacksmith 
Energy Weapons Barter 
Melee Weapons Charm 
Small Guns Computer Science 
Throwing Deception 
Traps Detection 
Unarmed Doctor 
Engineer 
S.P.E.C.1A.L. Gambling 
Gunsmith 


Strength: ST 


Perception: PE Insight 
Endurance: EN Intimidation 
Charisma: CH Investigation 
Intelligence: IN Lockpick 
Agility: AG Nature Sciences 
Luck: LK Pilot 

Robotics 
Rank 1:R1 Sleight of Hand 
Rank 2: R2 Sneak 
Rank 3: R3 Survival 
Rank 4: R4 


Extra Requirements: Extra Req. 


If a Perk Rank has a dash, the value is the same as the previous rank. 
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STRENGTH PERKS 


N/A Iron Fist R1: Add half your Strength to your 
Melee Damage, rounded down for 
n 


Melee Damage, rounded down. 


R1: Add half your Strength to your 
Melee Damage, rounded down for 
Melee Weapons only. 

R2: Add % of your Strength to your 
Melee Damage, rounded down. 


R1: Add 50 Ibs to your Carry Weight. 
R2: Add 50 Ibs more. 


Unarmed only. 
R2: Add % of your Strength to your 

Strong Back 
ea 


Only for throwing weapons, increase 
your range by 15 ft for each rank to 
your maximum throwing range. 


R1: For Bows, +5 Extra Damage. 
R2: +10 Damage 
R3: DT: -2 DR: -10 


Get a +1 for Strength Checks. 


Single Shots get a +10% Hit Chance. 
Only for Ranged Weapons. 


S 
N/A 


R1: 6 N/A Steady Aim 


É 
R1: 6 Pilot 50% Cutting It Close 1 When executing any stunts in a vehicle, 
get a +25% to the Pilot Skill. 


Unarmed 125% 2 R1: When you Disarm, Roll AG +1 to 
take the item and equip it for free. Can 
only be done with one handed 
weapons. 

R2: Can be done against two handed 
weapons. 
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When being knocked down, you’re 
instead in a crouch stance. This doesn’t 
count for crits. 


N/A Puny Weapon 2 R1: All weapon weight is halved. All 
Weapon STR Requirement is -2. 
R2: When melee attacking with a 
ranged weapon deal an extra +5 
Normal Damage. 


R1: 7 


Archery 100% 


Unarmed 50% 
È 


R1: Unarmed 50% 
R2: Unarmed 70% 
R3: Unarmed 90% 


R1: Unarmed 75% 
Melee Weapons 75% 
R2: Unarmed 100% 
Melee Weapons 100% 


Unarmed 50% 
Melee 50% 


Unarmed 75% 
AG 6 


Unarmed 100% 
Melee Weapons 100% 


Follow Your Eye 


Nutshatter 


Cancerous Growth 


Unstoppable 


Steady Arm 


Martial Master 


Adrenaline Rush 


Ignore Burst Fire Penalties for Archery. 
+10% Critical Chance. 


R1: Nutcracker technique deals double 
damage and gives disadvantage for EN 
Check. 

R2: Nutcracker technique ignores 
armor (Not Power Armor). 

R3: If attacked, you have no more 
dignity left. 


The radiation has mutated you so badly 
that you thrive in the wastes. You gain a 
+2 health during a short rest, and can 
regenerate a crippled limb in 48 hours. 
Only Ghouls can choose this perk. 


R1: Ignore 2 DT for Unarmed Attacks. 
R2: Ignore 4 DT for Unarmed Attacks. 
R3: Ignore 6 DT for Unarmed Attacks. 


R1: When charging towards an enemy, 
if you hit, the enemy rolls ST -2. If they 
fail they're knocked down. 

R2: Anyone 5 ft adjacent from you 
when you charge may also be knocked 
down if your attack hits. 


Whenever using two-handed weapons, 
or fists, increase damage modifier by 
10%. Only Mutants can get this perk. 


Due to your massive size, burst attacks 
cost 1 less AP. Only Super Mutants can 
choose this perk. 


R1: Unarmed strikes ignore 10% DR. 
R2: Unarmed strikes ignore 20% DR. 
R3: Unarmed strikes ignore 30% DR. 


R1: Unarmed or Melee Special Moves 
cost 1 AP Less. 

R2: +10% Critical Chance on all Special 
Moves. 


R1: When you are below 50% health 
you get a +1 Strength Bonus but cannot 
go above the racial maximum. 

R2: When you are below 75% health, 
you get a +1 Strength Bonus but cannot 
go above the racial maximum, with +2 
Damage Threshold all around. 
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Archery 100% Piercing Shot 1 Cannot be a Targeted Attack nor a Burst 
Attack. Increase Damage Modifier by 
1.5 for one arrow. Costs +2 AP of Single 
Attack. 


Two For One 1 Can wield a two handed weapon with 
one hand. Ignore Penalties. 
1 


Unarmed 125% Omae Wa Mou Double Damage on all Unarmed or 

Melee Weapons 125% Shindeiru Melee Attacks. Use Damage Result. It 
costs 2 AP above the Single to do it. 
Cannot be stacked with Special Moves. 


R1: 10 Big Guns 100% RAAAAA!!!! +20% Hit Chance for Big Guns only. 
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PERCEPTION PERKS 


R1: 4 


pion 


Detection 75% Someone’s Here 


Empathy 


You can see their exact number of hit 
points of everyone in sight. 


R1: Negate Night Time penalty by 15%. 
R2: Negate by 30%. 


Your character can see further in the 
wilderness. When trying to look for 
something out in the wild get a +1 to 
Perception and +20% to Detection. 


For your Detection Range, multiply by 3 
instead of 2. 


You get a better idea of what to say to 
an NPC with this perk. The GM must 
warn you when dialogue will be 
interpreted the wrong way. 


Your character has picked up some 
aggressive driving techniques. They get 
a one time 30% bonus to Pilot skill, and 
any rolls against stats made while 
behind the wheel get a +2 bonus. 


Pilot 50% Driving City Style 
N/A 


Always Bring a 
Backup 


Small Guns 75% Make A Bigger Hole 


1 

2 

1 

1 

1 

1 

1 

1 If you’re bobby pin breaks, you get a 
second chance to use it again. This also 
applies to all Lockpick Sets. 

5 R1: Small Guns Damage Modifier 

Increased to 1.1. 

R2: Increase to 1.2. 

R3: Increase to 1.3. 

R4: Increase to 1.4. 

R5: Increase to 1.5. 


Ranger This perk adds +15% to Survival. It also 
makes finding those special encounters 
and items a little easier. +1 Luck and 
Perception when Looting. 


Sharpshooter 2 With each rank of this perk, Perception 
increases by +2 for the purposes of 
determining the modifiers for range in 
combat. 
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Small Guns 50% 
Energy Weapons 50% 


Investigation 75% 


Small Guns 75% 
Energy Weapons 75% 
Big Guns 75% 


Big Guns 75% 


Small Guns 75% 


Small Guns 90% 
Energy Weapons 90% 


AG 6 

LK 6 

Small Guns 90% 
Energy Weapons 90% 
Archery 90% 


Know Where To 
Look 


Focus Fire 


They Can’t Dodge 
Every Bullet 


Concentrated Fire 


Better Criticals 


R1: When prone on the ground with a 
small gun or energy weapon at hand, 
get a +15% bonus to hit. 

R2: Increase hit chance by to 30% while 
prone. 


R1: Cover penalties are reduced by 
10%. Does not affect Full Cover. 

R2: Full cover is now a -80% Hit Chance. 
Does not apply if there is no actual way 
of shooting him. GM Discretion. 


Instead of rolling Luck, you can roll 
Investigation for looting. 


R1: +10% Hit Chance. (Small Guns, 
Energy Weapons, Big Guns) 

R2: Increase to 20% Hit Chance. (Small 
Guns, Energy Weapons, Big Guns) 

R3:: +10% More Damage. 


When Burst firing, against an enemy, 
they’re unable to dodge. Only applies 
with Big Guns and Energy Weapon Big 
Guns. 


When Burst firing against an enemy, 
they’re unable to dodge. Only with 
Small Guns. 


R1: Shooting the same targeted shot 
twice in a row adds 10% to the Hit 
Chance towards the next shot. Does not 
stack. 

R2: Hit Chance increased to 20%. 


When you get a critical success, you can 
roll a second 1d10 and choose which 
Critical Effect activates. 


When using a ranged weapon, your 
character will do a critical hit with 
successful roll against LK -3. You can’t 
double crit. Cost is +1 AP of Single 
Attack. Targeted Attack costs +1 AP of 
the Targeted Attack of the weapon. 
Does not work with Burst Fire. 
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ENDURANCE PERKS 


N/A Faster Healing 3 Gain a +2 Hit Points during a Short Rest. 
Increases by 2 upon each rank. 


AG 5 Kama Sutra Master 


CH4 
Flower Child 


This perk confers great stamina and skill 
when doing the dirty. You’re the 
greatest sex machine every time, no 
matter who it is. You never need to roll 
and every person you’ve done the dirty 
deed remembers your fondly. 


With this perk, you are much less likely 


to be addicted to chems (EN*3) and 
once a day roll EN to kick the habit. 


Gain +25% Survival skill with this perk. 


Implant Plus 


Web Crawler 


Increase Implant Limit by 1. 
+15% Damage Resistance to Everything. 


This perk gives a ST +2 EN +1 AG +1 
bonus while climbing. 


You do not take damage from radiation 
— in fact, it heals you. You gain an extra 
+5 Hit Points when in a source of 
radiation that gives out 10 or more rads 
an hour. Only Ghouls can choose this 
perk. 


This perk reduces travel time by 50%. 
You just have a knack for finding those 


Rad Child 
Survival 50% Pathfinder 

old trails and roads. You also tend to 
find safe places to sleep. GM Discretion. 


Stunt Devil You know how to bounce when you hit 
the ground! You take 25% less damage 
from falling and from vehicle wrecks. In 
addition, you get a 10% bonus to your 
Pilot skill. 
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Survival 50% Bonsai Through careful nurturing, you have a 
small fruit tree growing out of your 
head. Now you have a steady supply of 
fruit and never have to worry about 
food and water ever again! Only Ghouls 
can choose this perk. 


1 
1 
1 
1 
1 
1 
1 
1 
1 
1 


Rad Resistance 


Ne 


N/A 
N/A 
: N/A Tough Hide 
N/A 
N/A 
N/A 


18 Pilot 50% Jolly Roger 


I 


e a 


Each rank of this perk increases the 
Radiation Resistance of your character 
by 15%. 


R1: +25% Poison Resistance. 
R2: +40% Poison Resistance and a +1 
EN on Poison Checks. 


Exposure to radiation and the harsh 
wastes has hardened you against the 
elements. You gain +15 to your Armor 
Class and a +4 bonus to all thresholds. 
Only Super Mutants can choose this 
perk. 


You won't go down without a fight! 
When your hit points drop below 20% 
of your maximum, you get an additional 
5 Damage Threshold to all types of 
damage. 


Har, matey, ye be the scourge of the 
Seven Seas! This perk reflects your 
Viking-like seafaring abilities. When you 
choose it, you get an immediate 30% 
bonus to your Pilot skill when piloting 
on water, and you do not suffer 
penalties from using weapons on the 
water. 


Every time your character gains a level, 
he or she gains an additional 4 HP for 
each level of this perk. 


R1: Feast on mortal flesh to heal your 
wounds! Eating human corpses restores 
Health. 10% of Total. 

R2: Eating Ghoul or Super Mutant 
corpses restores Health. 25% of Total. 
R3: Eating human, Ghoul or Super 
Mutant corpses now restores a 
significant amount of Health. 50% of 
Total. 


R1: When eating and drinking, -25% in 
Radiation Damage. 
R2: -50% Radiation Damage. 
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Rebuke 


Adamantium 
Skeleton 


Solar Powered 


R1: Every time you would be downed or 
killed, roll Endurance to stay at 1 HP. 
For every 10 damage from the final 
damage result, subtract 1 from 
Endurance Rolls. It stacks. 

R2: For Criticals, you ignore the 
multiplier damage. 


R1: -15% Damage when taking a 
Targeted Shot. 
R2: -30% Damage when taking a 
Targeted Shot. 


R1: Catch some rays! Gain +2 to 
Strength and Endurance between the 
hours of 6:00 a.m. and 6:00 p.m. 
Surpass maximum. 

R2: Regenerate 5 HP an Hour during the 
day. 


R1: Catch some rays! Gain +2 to 
Strength and Endurance between the 
hours of 6:00 p.m. and 6:00 a.m. 
Surpass maximum. 

R2: Regenerate 5 HP an Hour during the 
night. 
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CHARISMA PERKS 


saa 


n 


o 


You get a +10% to all skill rolls when at 
least 50 ft away from all of the party 
members. 


You get a one-time bonus of 25% to 
Intimidation you meany. 


Your character becomes a better 
salesman with this perk. +20% to the 
Barter skill. Deathclaws cannot be 
salesmen. 


You get a one-time bonus of 20% to 
Charm you sly dog you. 


You have learned about the mystical 
healing effects of eating fruit. For 24 
hours after eating a piece of fruit, your 
character gains +1 to Perception, 
Charisma, and Agility. Deathclaws 
cannot grasp the mysteries of the fruit. 


At times when a Charm check is 
needed, you can instead roll your 
Barter up to half of your Charisma in a 
day. If you have 6 Charisma, you can 
use Master Trader 3 times a day. 


B 


Deception 50% Silver Tongue 


Animalism 50% Expert Animal 
Trainer 


Leadership 


You get a one-time bonus of 20% to 
Deception to lying bastard. 


You have a knack for training your 
faithful companion. When training or 
taming, get a +25% Animalism Bonus. 


R1: Any party member within 10 spaces 
of you gains +1 to their Agility, up to 
their racial max, and +5 to their Armor 
Class. You do not get these benefits — 
that’s the price of being a leader. 

R2: Increase spaces to 15. 

R3: You are allowed to give two rerolls 
per combat to any player. They must be 
able to hear you. 


Investigation 50% Karma Detector 1 You know everyone’s karma alignment 
as long as you see their whole face. 
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Charm 75% Bardic Inspiration 
Deception 75% 


i 


R1: 7 Insight 75% Something’s Fishy 


Animalism 50% Animal Friendly 


Divine Favor 


Barter 50% Local Leader 
Charm 50% 

Deception 50% 

Intimidation 50% 


Your starting to realize that sometimes 
your allies need some cheering up 
when their fighting. Once per round for 
2 AP you can help an ally out by either 
increasing their hit chance or when out 
of combat make the Difficulty Check 
easier. You roll a d20 + CHA*2. If it 
relates to the SPECIAL stat, round ones 
place number down and take the 
tenths place. 


R1: You have learned the basic skills of 
teamwork and sharing. Good for you! 
Whenever all members of the party are 
within 10 spaces of your character, he 
or she gains +10% to all skills. 

R2: Increase spaces to 20. 

R3: You are allowed to give two rerolls a 
day to a party member. They must be 
able to hear you. Giving them a thumbs 
up works. 


When determining if someone is lying, 
you can roll Insight at an advantage. 


You can attempt to pacify creatures. 
You get a +25% Animalism bonus when 
attempting to pacify a creature. Can 
also be done in groups. 


R1: A higher power has taken a liking to 
you. Anytime a roll fails, you have the 
option of re-rolling, but you must 
accept the results of the reroll. You can 
only invoke your higher power once in a 
24-hour period. This does not include a 
Vault Point. 

R2: Can get two rerolls. You cannot use 
the reroll for another reroll. This does 
not include a Vault Point. 


For some reason, people look up to you 
for leadership. When discussing about 
settlements or groups of people, get a 
+25% Charm, Deception, Intimidation, 
and Barter bonus. 
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Charm 75% 
Deception 25% 
Intimidation 25% 


Barter 75% 


Charm 75% 
Deception 75% 


Charm 100% 
Deception 100% 


Party Boy/Party Girl 


People Person 


Bluff Master 


Nobody Expects the 
Spanish Inquisition! 


R1: There's no chance you'll get 
addicted to alcohol. 

R2: The effects of alcohol are doubled. 
R3: Increase your Luck by 1 while under 
the influence of alcohol. 


You have a knack for getting people to 
do things you want them to do. One 
way or another. When convincing 
someone, get a +20% Charm, 
Deception, and Intimidation. 


Whenever you’re selling items, get a 
+20% Barter and selling prices are 
increased to half the price of the item. 
(Price varies upon merchant) 


You are the king or queen of smooth 
talking. Whenever you are caught 
stealing, get a +25% to Charm and 
Deception when attempting to talk your 
way out of the situation. 


When a charm or deception roll is 
considered a fail, you can reroll it, or 
talk your way out of it without rolls. 
This can be done three times a day. GM 
Discretion. 
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INTELLIGENCE PERKS 


R1: 4 


Lockpick 50% Jiggle It R1: Adds a one-time bonus of 25% to 


i 


Doctor 25% Stimpack Expert 


the Lockpick skill. 
R2: Locks never break on you. 


Each rank of this perk will increase the 
number of Hit Points healed by the use 
of the Doctor skill by 5-10 points (1d6 
+4). The second rank adds +10-20 
(2d6+8). 


Each rank of this perk allows you to 
increase a skill of your choice that isn’t 
Tagged by 20%. 


After so many uses of Stimpack, you 
finally know exactly where to pluck that 
needle. Get an additional +3 to base 
healing for a Stimpack for each rank. 


When tracking, add a bonus of 20% to 
the Survival Skill. 


pee 
Mental Block 


Engineer 75% I Can Fix It! 


When a creature attempts to infiltrate 
your mind, you can roll IN at advantage. 


R1: You end up finding double of your 
average findings when scrapping. 

R2: Roll Luck +2 when scrapping for 
something really cool. (The GM will 
hate you for this Perk). 


R1: When using the Engineer Skill, you 
can reroll once a day. 

R2: When repairing a Robot, the health 
the robot gains back is doubled after 
repairs. 


Every rank of this perk will add +2 skill 
points when your character gains a 
level. 


N/A Chemist 3 R1: -50% Resistant to Chem Addiction. 
R2: Chems last twice as long. 
R3: You know exactly how to make the 
Chem the moment you use it. 
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Trap 50% 


Gunsmith 50% 


Gunsmith 50% 


Engineer 100% 


Robotics 50% 


Doctor 75% 


Comprehension 


Crazy Trapper 


Gun Enthusiast 


Nuclear Physicist 


WHERE’S THE 
BLACKSMITH? 


A Chance To 
Upgrade! 


Robotics Expert 


The Doctor Is 
Here! 


When training a skill double the points 
you earn. 


R1: Your luck with traps is legendary. 
Characters with this perk who fail to set 
a trap properly will know immediately. 
The Trapper can try to roll again once. 
R2: You can roll Traps to determine if 
their are any Traps within sight of 100 
ft. 


R1: When modifying or forging Small 
Guns and Big Guns, get a bonus of 
+20% to Gunsmith. 

R2: You can reroll once a day a 
Gunsmith roll related towards you 
actually working. 


R1: When modifying or forging Energy 
Weapons, get a bonus of +20% to 
Gunsmith. 

R2: You can reroll once a day a 
Gunsmith roll related towards you 
actually working on Energy Weapons. 


R1: When modifying or forging armor, 
melee weapons, arrows, and unarmed 
weapons, get a bonus of +20% to 
Blacksmith. 

R2: You can reroll once a day a 
Blacksmith roll related towards you 
actually working. 


You sure got some decent crafting skills. 
Whenever you’re creating equipment 
that isn’t intended to be a weapon, you 
have a chance on making it better. Roll 
Luck +1. Upon GMs Discretion. 


Add a bonus of +25% Robotics during 
robot-related circumstances. 


When a party member or ally is 
downed, you know exactly where they 
are and your AP is tripled. You cannot 
attack when using the triple AP. The 
triple AP can only be used to move and 
apply Doctor or heal. You lose the triple 
AP once you arrive at your ally and heal 
them. 
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Doctor 75% 
AG6 


Robotics 75% 


Computer Science 50% 


Survival 75% 


Gunsmith 75% 
Blacksmith 75% 


Doctor 75% 


Robotics 100% 


Computer Science 100% 


Combat Medic 
Robot Medic 
Crunch The 


Numbers! 


Live Off The Land 
Tactician 


Modify the 
Modifier 


Surgical Procedure 


Technical Support 
Computer Whiz 


Nerd Rage 


When doing a Doctor roll you can be in 
an Overwatch during combat for the 
first target only for free. 


When healing a robot, multiply the 
health regained by 1.25% 


Whenever you’re using the Computer 
Science skill for hacking, difficulty 
checks are reduced by 20%. If the check 
is 100%, it’s decreased to 80%. 


Living in the wastes has taught you 
where to hit and where to look. 
Targeted Shots deal 15% more damage 
and instead of rolling your Luck to loot, 
you can Roll Survival. 


R1: Your years of training has paid off. 
During combat you can reroll your 
Sequence. Choose the highest. 

R2: Allies can also reroll their Sequence. 
Choose the highest. 


When working on modifications, you 
have a chance on making them better 
than ever before. Roll Luck +1. Upon 
GMs Discretion. 


R1: When performing surgery, add 25% 
to Doctor skill. 

R2: Add 40% to the Doctor Skill when 
performing surgery. 


R1: When fixing or modifying a robot, 
you can reroll once a day. 
R2: You can reroll twice a day. 


You are never locked out of a terminal 
when things go wrong. 


Genius. Is. ANGRY! When your Health 
drops below 25%, time slows and you 
gain +20 Damage Resistance and do 
25% more damage. Once your health is 
above 25%, the effects go away. 
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AGILITY PERKS 


Trap 90% Demolition Expert 


Your character has learned how to 
handle explosives like a pro. For 
characters that like to blow things up, 
there is nothing better than this perk. 
Explosives set by this character do 50% 
more damage and will always detonate 
on time. 

Quick Recovery It only costs you only one AP to stand 
up after being knocked down. 


It only takes two action points instead 
of four to swap equipment in combat. 


S| Quick Pockets 


| 

si 

si 

R1:5 Earlier Sequence Your character will be more likely to 

R2: - move before other characters and 

R3: - critters in combat with this perk. Each 
rank of this perk adds +2 to your 
Sequence Roll. 

1:5 1 You have become an expert at firing 
from a moving vehicle. You do not 
suffer the normal 10% penalty when 

i 

i a 

1 


firing from a vehicle in motion. 


Adds a one time bonus of 20% to the 
Sneak, Sleight of Hand, and Lockpick 
Skill. 


Small Guns 50% Gunner 
Big Guns 50% 

Energy Weapons 50% 

Archery 50% 


3 
R 
R 
R 3 You have learned a special technique to 
deal more damage with your fists and 
melee weapons. Your character gains a 


+2 bonus to Melee Damage for each 
level of this perk. 


Sneak 50% Thief 
Sleight of Hand 25% 
Lockpick 25% 

R2: 


R1: 6 Flexible 
supple. It only takes you 1 AP to change 
your stance in combat. 

1:6 


R Sneak 50% Tunnel Rat You crawl like a baby. Well, you crawl 
like a very fast baby. You can move at 
your normal rate (1 AP per 5 ft) while 
crouching or prone. 
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R3: 


Years of exercise have made you very 


ST6 
Small Guns 50% 
Energy Weapons 50% 


Small Guns 50% 


Sneak 50% 


Small Guns 75% 


Energy Weapons 75% 


Archery 75% 


Small Guns 70% 
Energy Weapons 70% 


Trigger Discipline 


Silent Running 


Small Guns Expert 


Energy Weapons 
Expert 


Robin Hood 


Hit the Deck! 
Double Gunner 


Light Step 


You’ve learned to handle your weapon 
better than most. When using 
two-handed guns and energy weapons, 
increases Hit Chance by 10%. 


R1: Switching to a Revolver costs only 1 
AP and you gain a +15% Hit Chance 
when using Revolvers. 

R2: +30% bonus to Revolvers. 


You get no penalties while Dashing and 
Sprinting when Sneaking. 


Weapon Strength Requirements for 
Small Guns are reduced by 3 and geta 
+15% Hit Chance. 


Weapon Strength Requirements for 
Energy Weapons are reduced by 3 and 
get a +15% Hit Chance. 


When doing a targeted shot on a body 
part you already hit, critical chance is 
increased by 15% and increase hit 
chance by 15%. 


You react very quickly to the sound of 
an explosive coming your way. You only 
take % damage from ranged explosive 
weapons, round down. This includes 
damage from concussion and shrapnel. 


Your skill has improved young 
grasshopper. Now show your foes the 
art of the dual wielder. Instead of -20% 
Hit Chance, get a -10% Hit Chance. 


Your character has developed into a 
slippery little rat. This perk will lower 
your character's chances to be hit in 
combat. Armor class increases by +5 for 
each rank. Only Humans and Ghouls 
can get this perk. 


Characters with this perk are much less 
likely to set off traps. For purposes of 
triggering a trap, they gain a +2 bonus 
to Agility. 
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Sleight of Hand 75% 


EN 


Sneak 75% 


Sneak 75% 


7 
a 


PE7 

Sneak 100% 

Archery 100% 

Big Guns 100% 

Energy Weapons 100% 
Melee Weapons 100% 
Small Guns 100% 
Throwing 100% 
Unarmed 100% 


Action Boy (or 
Girl) 


Evasion 


Pickpocket 
Roll With It 


Sneaky Boy/Girl 


Second Shadow 


Ninja 


Slasher 
Man/Woman 


Your character knows how to make the 
most out of every moment. For each 
rank of this perk, the character gets an 
additional Action Point each combat 
turn. 


Spending AP to defend awards 5 points 
of AC per AP spent instead of 1. 


Characters with this perk gain a 25% 
bonus to their Sleight of Hand skill for 
the purposes of stealing from other 
characters or NPCs. 


R1: If you fail a Dodge, Deflect, or 
Counter Attack, take % of the Total 
Damage. 

R2: Take % Damage. 


As a free action, roll Sneak during 
combat. 


R1: Can reroll a Sneak roll once per day. 
Must take the second roll. 

R2: Can reroll a Sneak roll twice per 
day. Must take the second roll. 


R1: The Dodge action only costs 1 AP 
instead of 2 AP. 

R2: If you fail, you can use another 1 AP 
to reroll. You can only do this once per 
hit. 


R1: Sneak attacks deal 10% more 
damage. 
R2: Sneak attacks deal 20% more 
damage. 
R3: Sneak attacks deal 30% more 
damage. 


When you strike from sneak, your 
attack is considered an automatic 
critical if it hits. If the attack roll is 
above 50 from the 1d100 and it hits, 
the damage multiplier is 1.25. Does not 
work with Grenades. 
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CH 6 Hiding in Plain 
Sneak 75% Sight 
Deception 50% 


Small Guns 75% Quick Reload 
Energy Weapons 75% 
Big Guns 100% 


Bonus Movement 


I Wanna be 
Naked! 


Sneak 80% Mister Sandman 
Unarmed 80% 
Melee Weapons 80% 


ST 6 

LK 6 

Unarmed 90% 
Melee Weapons 90% 


R1: You don’t just blend in the shadows 
of objects, but of that of people. Get a 
+25% Sneak when in a crowd. 

R2: Can reroll Sneak when attempting 
to blend in with the crowd. 


Reloading is a free action. 


Upon each rank of this perk, you gain 
+3 movement. 


When wearing no armor, your base AC 
is 40. Super Mutants cannot get this 
perk. If you have the Kamikaze Trait, 
this perk does not work. Clothing 
doesn’t count as armor. 


While sneaking successfully, characters 
with this perk do double damage using 
Unarmed or Melee Weapon attacks if 

they can hit their opponent in the back 
(backstab!) while successfully sneaking. 
You can instantly kill a sleeping person. 


The slayer walks the earth! In Unarmed 
or Melee Weapons combat, characters 
with this Perk do a critical hit with a 
successful roll against Luck -2. You can’t 
double crit. Cost +1 AP from the Single 
Attack. 
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LUCK PERKS 


I Make My Own 
Luck 


a 

a o 

IN<4 Idiot Savant 3 R1: When you earn XP, you gain 10% 
more than the rest of your party. 
R2: Gain 20% more than the rest of 
your party. 
R3: Gain 30% more than the rest of the 
party. 


When a Luck Roll is required out of 
Combat, you can roll your highest 
SPECIAL instead. Does not apply to 
gambling. Can be done three times a 
day. Only Humans can take this perk. 


You can reroll any roll, up to half of your 
Luck score being the maximum amount 
of times you can do in a day. You can 
choose the roll as your final roll. If your 
LCK is 6. You can give advantage to 
three rolls. 


Anytime you want, roll a d100- your 
Luck*2 to obtain something that is 
convenient for you and only you. The 
closer they are to 1 the more likely to 
have it your way. If they somehow get a 
negative, they get what they're aiming 
for. It has to make sense. You can use 
this perk to see if the local trader by 
coincidence has any extra goodies in 
stock. Can be used as many times as 
your Luck per day. Must be realistic and 
upon GM's Discretion. 


When targeting the torso, get +10% 
Critical Chance. 


I 


Bigger Area 


Mysterious 4 R1: Roll 1d100 and get a 10% chance 
Stranger for a Mysterious Stranger to help you in 
most encounters. GM’s Discretion. 
R2: 15% Chance. 
R3: 20% Chance. 
R4: 25% Chance. 
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N/A 
N/A 
N/A 
N/A 
N/A 


Gambling 25% 


Gambling 75% 


You Get A Point! 


Poker Face 


Lucky Once A Day 


Was That Meant 
For Me? 


More Criticals 


House Rules 


R1: When traveling, roll your Luck +1 to 
see if you find something special as you 
travel. Can be used to make encounters 
easier or difficult depending on the 
Luck Roll. You can turn a Legendary 
Deathclaw encounter into a resupply 
encounter at a military checkpoint. GM 
Discretion is advised. This perk can 
affect the Encounter Table by means of 
difficulty. If the player gets a bad Luck 
score, they play the encounter that’s 
rolled. But getting a good luck roll 
would either make the encounter 
easier or beneficial to the players in 
finding equipment, trading, etc. This 
perk is not to be taken lightly and GMs 
should play around with it to make 
encounters entertaining. The proking of 
this perk is ranges between two - four 
days. 

R2: Increased Luck +2. 


R1: You can use your Vault Points on 
another player. 

R2: You gain one Vault Point per 
session. 


Get a one-time bonus of 25% to 
Gambling skill. 


R1: Once a day you can critically 
succeed in combat. Does not work with 
the Coincidence Perk. GM’s Discretion. 
R2: Succeed in a non-combat skills. 
Does not count for S.P.E.C.1.A.L. 


Twice per day, you can ignore any hit 
that would hit you, or series of hits 
within one turn ONLY. This means a 
Single Shot, Targeted Shot, or Burst 
Fire. Must be called after the attacks 
are made. 


Characters with this perk cause more 
critical hits in combat. Each rank adds 
+5% to the Critical Chance statistic. 
Mutants cannot choose this perk. 


If you’re the House, your Gamble Points 
are doubled. 
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Pfft. Karma Whenever you gain a Vault Point, you 
gain two instead. 


Divine Favor R1: If you somehow die, you can negate 
once a day the killing blow. If it’s a burst 
fire and you die in between the shots, 
you ignore any other that hit you for 
the remainder of that turn. 

R2: Can be done twice a day. 
R3: Can be done three times a day. 


Four Leaf Clover R1: Only allies within 50 ft of you can 


never critically fail. Including yourself. 
R2: Only allies within 100 ft can never 
critically fail. 


Return To Sender When being attacked, you and the 
attacker must roll Luck, whoever loses 
is taking those hits from the turn. You 
can do this three times a day. GM 
Discretion. Must be called after the 
attacks are made and only works on 
attacks that actually hit. A crit however, 
does hit. Does not work on Area of 
Effects Attacks. 


Level Based Perks 


tevel [Name | peseription e O 


Every five SPECIAL +1 Increase any SPECIAL stat by one without surpassing your maximum. 
levels. 
Tagged! Get a 5th (6th if you’re a Ghoul) Tagged Skill 


15 Bend the Rules With this perk, the next time your character gets to choose a perk, they 
can ignore all restrictions except for race. You rule! 

20 Break the Rules When you choose this perk, you may choose any perk next time, 
regardless of requirements or race. 


Some campaigns do milestones instead of XP, so what you do for the perks that have to do with 


XP is ignore those perks. Discuss with the GM first. 
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Character Name John Doe Height 5'10 
Age 30 Weight 185 lbs. 
Sex Male Eyes Brown 
Race Human Hair Brown 
Karma Alignment True Mortal Vault Points 3 
Perk PerLevel 1 Level 1 
Experience Points 0 Armor Class 10 
Traits Skilled Background Perk +10% Small Guns, Unarmed, 
Bloody Mess Detection, Sneak 
Strength 8 Action Points 10 
Perception 7 Sequence 10 
Endurance 5 Critical Chance 1 
Charisma 5 Hit Points 33 
Intelligence 4 Limb Resistance 2 
Agility 10 Melee Damage 3 
Luck 1 Skill Points Per Level 22 
Archery 25% Animalism 19% 
Big Guns 25% Blacksmith 25% 
Energy Weapons 19% Barter 10% 
Melee Weapons 18% Charm 15% 
Small Guns 93% (Tagged) Computer Science 11% 
Throwing 18% Deception 10% 
Traps 21% Detection 44% (Tagged) 
Unarmed 48% (Tagged) Doctor 11% 
Gambling 2% 
Gunsmith 21% 
Insight 16% 
Intimidation 15% 
Investigation 16% 
Lockpick 22% 
Nature Sciences 13% 
Pilot 21% 
Repair 8% 
Robotics 8% 
Sleight of Hand 25% 
Sneak 50% (Tagged) 
Survival 14% 


Character Builds 


The Gunner Build is a basic combat heavy build that is very versatile. With Guns 
being the most common ranged weapon, combined with Sneak and Unarmed, 
you’re the perfect infiltrator. Add to that Detection as a skill, no one can sneak up 
on you. With the Skilled Trait you won’t have access to as many perks as you want, 
but with plenty of Skill Points you’d have your Tagged Skills up to 100% by level 5 
with 5 Skill Points to spare. Recommended Perks are Tunnel Rat, Flexible, Slasher 
Man, and Sniper. 


Build Overview 
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Character Name 
Age 

Sex 

Race 

Karma Alignment 
Perk Per Level 
Experience Points 
Traits 


Strength 
Perception 
Endurance 

Charisma 
Intelligence 
Agility 
Luck 


Archery 

Big Guns 

Energy Weapons 
Melee Weapons 
Small Guns 
Throwing 

Traps 

Unarmed 


Build Overview 


Ulysses Niles Kessel 
37 

Male 

Human 

True Mortal 

1 

0 

Good Natured 


U psSU O 


5% 
5% 
65% (Tagged) 
0% 
5% 
0% 
9% 
0% 


Height 

Weight 

Eyes 

Hair 

Vault Points 
Level 

Armor Class 
Background Perk 


Action Points 
Sequence 

Critical Chance 

Hit Points 

Limb Resistance 
Melee Damage 

Skill Points Per Level 


Animalism 
Blacksmith 
Barter 

Charm 
Computer Science 
Deception 
Detection 
Doctor 
Gambling 
Gunsmith 
Insight 
Intimidation 
Investigation 
Lockpick 
Nature Sciences 
Pilot 

Repair 
Robotics 
Sleight of Hand 
Sneak 

Survival 


59 

160 Ibs. 

Green 

Brown 

3 

1 

10 

+10% Energy Weapons, Animalism, 
Doctor, Nature Sciences 


7 


29 


33 


69% (Tagged) 
15% 

30% 

35% 

15% 

10% 

10% 

101% (Tagged) 
14% 

19% 

20% 

15% 

20% 

14% 

55% (Tagged) 
19% 

20% 

20% 

13% 

8% 

19% 


The Doctor build focuses on supporting. With a focus on Doctor and Nature 
Sciences, you’Il be able to save your party from certain death, which means you 
better stay in the back and keep your party alive. With Animalism you'll be able to 
deal with veterinarian situations such as pacifying animals and doing surgery on 
them. It’s not a bad idea to have man’s best friend on your side. Or a Deathclaw. 
Energy Weapons is chosen as to provide a different damage type while you remain 
in the back. Perks recommended are The Doctor Is Here!, Combat Medic, The High 
Ground, and You Get A Point! 


170 


Character Name 
Age 

Sex 

Race 

Karma Alignment 
Perk Per Level 
Experience Points 
Traits 


Strength 
Perception 
Endurance 

Charisma 
Intelligence 
Agility 
Luck 


Archery 

Big Guns 

Energy Weapons 
Melee Weapons 
Small Guns 
Throwing 

Traps 

Unarmed 


Build Overview 


Abelard 

26 

Male 

Half Mutant 
Samaritan 

3 

0 

Berzerker 
Skilled 


29% 
59% (Tagged) 
17% 
81% (Tagged) 
17% 
28% 
26% 
38% 


Height 

Weight 

Eyes 

Hair 

Vault Points 
Level 

Armor Class 
Background Perk 


Action Points 
Sequence 

Critical Chance 

Hit Points 

Limb Resistance 
Melee Damage 

Skill Points Per Level 


Animalism 
Blacksmith 
Barter 

Charm 
Computer Science 
Deception 
Detection 
Doctor 
Gambling 
Gunsmith 
Insight 
Intimidation 
Investigation 
Lockpick 
Nature Sciences 
Pilot 

Repair 
Robotics 
Sleight of Hand 
Sneak 

Survival 


6'10 

300 Ibs. 

Brown 

Brown 

3 

1 

0 

+10% DR to All +2 AP 
+10% Melee and Unarmed 


26% 
29% 
12% 
17% 
20% 
12% 
12% 
20% 
21% 
86% (Tagged) 
21% 
17% 
21% 
22% 
33% 
26% 
48% (Tagged) 
28% 
17% 
27% 
34% 


The Bruiser build focuses on a mixture of melee tanking with a side of Big Guns to 
help later levels. With Gunsmith you'll be able to make your own bullets and focus 
on making Armor Piercing rounds for later levels or when you're fighting against 
Power Armor enemies. With Gunsmith and Repair as support skills, you can 
maintain you and your parties equipment, create new equipment, and perhaps 
make some extra caps. Because of the trait Skilled, you’ll be getting less perks but 
you can benefit from utility perks like Two For One, Rebuke, Omae Wa Mou 
Shindeiru, and Toughness. Berserker offers extra tanking but at a cost of Armor 
Class. But you’ll end up being a Hit Point and DT/DR Tank rather than an Armor 
Class Tank. It’s recommended you aim for heavy armor and never try to sneak. 
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